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INTRODUCTION 


Videogames have come a long way since i19382 - from 8K cartridg-— 
es to DUD, from blocky pixels to photo-realistic graphics. The 
Commodore 64 may be “old”, but it is still around and still 
loved by gamers worldwide. Indeed, the success of the 8-bit 
machines helped pave the way for the PC in every home, and 
former C64 users are still influencing the industry. 


It would be unrealistic to try and cover every memorable C64 
game in this book, but within each chapter there are many 
classics —- plus a few less familiar games that may have escaped 
wider notice. The titles chosen reflect how the C64 adapted, 
how new styles of game developed, and how the homebrew scene 
has continued to create new titles long after the “commercial” 
era of the machine had finished. 


My personal journey with the C64 started in i985, loading 
Arcadia 64 from tape. It’s taken me from a bedroom in Cambridge 
to a full-time career as a writer, from going round to a 
friend’s house to play a few games after school to a concert of 
live computer music in Copenhagen. I just wish there were more 
Pages in the book to cover the many great titles I had to leave 
out. 

Sit back, take a trip down memory lane, then pick up your 


goystick and try a few of them — they still play well today, 
and it’s how they play that matters in the end. 


Andrew Fisher 
September 28607 
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Games have been listed in this book by copyright date, as established from the Programs 
themselves and the Gamebase64 collection. This gives fewer anomalies than listing by 
release date, which is complicated by different dates for Europe and America. 


Review scores (where available) are taken from European publications. Among the sources 
used are ZZAP 64, Commodore User, Commodore Format, Your Commodore, Your 64 and Personal 
Computer Games (the precursor to ZZAP 64). 


22AP 64’s scores were given as an overall percentage. Sizzlers were awarded to good games 
Cinitially over 85%, later refined to over 98%), with the Gold Medal given to the highest 
scoring titles (936% upwards). Silver Medals were awarded to budget games and re-releases 
scoring over 98%. Commodore Format also used an overall percentage, and games getting 
over 936% were called a Corker Can English slang expression for something that is very 
good>. Commodore User frequently changed its rating system -— from a score out of 5S, toa 
score out of 16 and finally a percentage. The best games were awarded a Screen Star. Your 
Commodore (later to be known as YC) also changed its review system from a mark out of 5 
stars to a percentage, with an i8-month period where it did not award scores at all. YC 
awarded the title Fun i to games scoring more than 85%, and gave out regular Game of the 
Month awards. Your 64 Megagames and Commodore Force Hurricane Hits represented the cream 
of that month’s crop. 


The majority of screenshots for the book were created using the VICE (Versatile Commodore 
Emulator) and a special palette to give “bright colours and a better appearance on the 
printed page. Other shots were taken with CCS64. 


fi note on the magazine scores. Where possible icons are used to indicate scores as follows: 


Personal yy Commodore User Cemmodore 
fe Computer ‘ (Left to Right: Format 
6 Standard, Screen (Left to Right: 
ames Star, SuperStar Standard, It’s 


and Cheapo of the a Corker!) 
Month) 
Z2ZAP 64 on Commodore Force 
(Left to Right: pte (Left to Right: 


Standard, Sizzler, | Standard, Hurricane 
Silver Medal and cael Hit> 
Gold Medal) 


Your Commodore Your 64 

(Left to Right: ities cLert to Right: 
Standard, Fun One, Standard, Megagame> 
Game of the Month) 
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SL es )e sees 

y the beginning of 1982, Commodore was already a success in the home 

computer market, thanks to the PET and the VIC 20 (VC 20 in Germany). 
However, in 1981 work had already begun on a successor. Starting life as the 
VIC-40, the Commodore engineers put in a mammoth effort to get a working 
prototype ready for the 1982 CES (Consumer Electronics Show). The heart 
of the machine was an 8-bit 6510 processor, developed by Chuck Peddle 
and MOS Technologies, a chip-producing firm that had been taken over by 
Commodore. Al Charpentier’s VIC-II chip provided the graphics, including the 
hardware “sprites” that made games programming easier, and Bob Yannes 
designed the amazing SID chip to give the machine an audio advantage over 
its competitors. 


e@ machine was renamed the Commodore C64 (more commonly known as 
the Commodore 64) and went on sale to the American public at a price of 
US$599 in the August of 1982. This gave Commodore a significant profit on 
each machine, since the cost of manufacture was about $135. Commodore's 
own software division created games and published titles by other developers; 
many of the third-party developers that had worked on the VIC 20 made the 
move to the C64. A cartridge-based spin-off machine, the Commodore Max 
(also known as Ultimax), failed to sell, due to its small memory for Basic and 
a membrane keyboard. Fortunately the cartridges were compatible with the 
C64, and consequently Commodore continued to sell them. 


 PAXisvASsassin TAPE(Z! DISKIZ! CART! 


Electronic Arts 
John Field 


Storm In A Teacup... 


Inspired by the arcade game Tempest, Axis Assassin was an 
entertaining blast. Although the scaling graphics were simple, 
they worked well, with some nice web layouts. All graphics were in 
multicolour mode and, like many early EA games for the Cé4, the 
colours used were primarily red, white and bive (see also Choplifter). 
Sound was a weak spot, with just a few white noise effects enlivening 
the action. A choice of difficulty level was provided, shown on the 
title screen by the size of the spider the player could pick — the bigger 
the spider, the more difficult the game. It was certainly not the most 
demanding shoot 'em up ever created for the machine, but it held 
the attention for a few minutes at least, especially considering there 
was no official Tempest conversion for the C64. 


Electronic Arts became one of the earliest third-party software 
publishers, although the founder, Trip Hawkins, would go on to 
become most famous for his work on the ill-fated 3DO0 console. Axis 
Assassin was also available for the Apple Il and the Atari 800, with 
European distribution being handled by Ariolasoft, although it would 
be 1985 before it hit shelves in Europe. Fans of grid-based shoot 'em 
ups should also check out Beamrider, an early Activision classic that 
was developed by David Rolfe. 


The game was furnished with a plot about the Master Arachnid 
and his robotic insects taking over the galaxy, but it soon paled into 
insignificance. when the blasting started. Each level was played out on a grid, with a Web Spinner drawing horizontal webs 
between the lines, blocking the player's way. The player's mission was to shoot through the webs and destroy the enemies 
until the Master Arachnid appeared to investigate the disturbance, which the player then had to kill. The basic enemy was 
the Rebot Drone that moved down the web. Hunters switched lanes to track the player, and the Xterminators could only 
be dodged as they were indestructible. Later levels became more complex with the webs taking on different shapes, faster 
enemies appearing and eventually the grid itself becoming invisible. Timing the smart bomb — which was crucially only 
available once per level — to exploit the moment when the Master Arachnid was vulnerable transported the player to the 
Nest. Once in the Nest, there was.a limited time period to free a trapped ally from the webs. 


“The game may have limited sentimental value to the small band 
of Tempest cultists” - Commodore User, January 1986 


Chopilifter, TAPE! DISK) CART! 
Broederbund/Ariolasoft 
Dan Gorlin, Dane Bingham 


Show Us Your Chopper! 


Choplifter was a game with an unusual (and patriotic?) graphic style, 
with the sprites being coloured red, white and blue. Legend has it the 
game was inspired by the attempted airborne rescue of American 
hostages in Iran. While it looked and sounded badly dated, it was in 
fact very close to the original Apple ll version. The game was a tough 
challenge, with more and more enemies being thrown at the player 
at higher levels. One of the more bizarre aspects of Choplifter was 
that the story behind the game stated that the helicopter parts had 
to be shipped in to the local post office in secret. So apparently it was 
a postman flying to the rescue... 


Starting life on the Apple, Choplifter was a rare example of a game 
transitioning from home computer to the arcades (Boulder Dash being 
another). Brederbund initially began as a game publisher, but their 
highly successful Print Shop product eventually led to the company 
specialising in productivity and educational software. 


In Choplifter, the player controlled a helicopter, which had fo fly into 
the airspace of the Bungeling Empire (see also Raid on Bungeling 
Bay) to rescue hostages. The helicopter was able to face one of three 
directions, and could either fly left, right or hover in place. When if was 
moving left or right the helicopter could fire missiles, whereas if it was 
facing the player in the hover position it could drop bombs instead. 
The enemy started out with a few tanks and planes, and gradually 
the number of attackers increased. The player had just three sorties 
available to free the hostages from behind enemy lines and return them to the base. The bombs were needed to bust open 
the buildings housing the hostages, and once they were freed, the player then had to land safely and pick them up before 
making a hazardous return to the landing pad. With no regard for the Geneva Convention, the tanks would also attempt to 
kill the hostages before they could board the helicopter. Crashing with hostages on board was fatal and the player would 
have to repeat the mission, although to make matters slightly easier there was a safe zone at the start of the level where the 
player did not come under attack. Once a minimum number of hostages were rescued, it was on to the next level and if all 
sixty-four hostages were rescued, the player was awarded the “triple crown” (Brederbund's logo). 


“This really ancient game is still fun to play... the going getting 
even more tough fas play continues)” — ZZAP 64, June 1985 


: Deadline TAPE! DISK™ CARTE 


Commeodore/Infocom 
Marc Blank 


There’s Been A Murder! 


Text adventures (or interactive fiction as they are now known) were a 
growing genre back in 1982. Infocom, founded by a group of students 
at MIT in America, had already made waves with the comedy 
fantasy Zork (which was converted to the C64 in three parts due to 
the size of the game). Deadline featured a new parser (the system 
that converted the player's typed-in text into actions) and several 
NPCs — Non-Player Characters — to interact with (in the same vein as 
the much-hyped ZX Spectrum game The Hobbit, Melbourne House's 
best-selling adventure based on the Tolkien novel). Interestingly, 
there was more than one “release” of Deadline - an attempt to fix 
bugs in the very complicated code. (Two versions can be identified in 
the screenshots by the different text colour). The game could be very “Deadline is a most unusual approach to a text adventure...” 
frustrating at times when a piece of evidence or a vital character — ZZAP 64, October 1985 
cannot be found quickly, but even so it was a fun and challenging otna'e 
investigation. 


Deadline was Infocom's third release, and it marked the start of a 
tradition. Using a large box, Infocom (working with an advertising 
agency) put in lots of extras known as "feelies”. For Deadline, these 
included a plastic bag with “pills”, lab reports and even a crime 
scene photo. Aside from being a nice addition, it also acted as a 
deterrent to copying the software, as there was information needed 
to complete the game contained in the extras. 


A locked door. A dead man. And 12 hours to solve the murder. The 
player was given the role of a police detective brought in to investigate the death of a rich man, Marshall Robner, who had 
been found dead inside the library of his home with the door locked from the inside. The cause of his death appecdred to be 
an overdose of anti-depressants prescribed to the victim, but what initially seemed like a suicide may actually have been a 
murder. The player had to interview the suspects — including Robner's wife, his business partner and the staff of the mansion 
who could all be found around the estate — and then process the clues. The player could also obtain fingerprints from objects 
and make an accusation or an arrest. However, the player had to be able to prove the motive, method and opportunity to 
commit the crime — which is where the advice of Sergeant Duffy (who could analyse the evidence) proved invaluable. 


- LiremConmodolemb 4a ook 1982 


Evolution TAPE! DISK@ CARTS 


Sydney Development vES 4 
Amory Wong 


Did We Make A Mistake Coming Down 
From The Trees? 


Packing six different games into a single load meant compromise, 
but despite the simple graphics and sound this game was quite fun. 
Graphics were sparse, the animation was limited though recognisable, 
and the graphical backgrounds were quite basic. Sound was not 
much better either, with an annoying delay when the jingles between 
levels were played, and dull effects. With the option to practice the 
later levels, it wouldn't take long to complete the whole game, but it 
was notabie for setting the scene for more memorable multi-screen 
games that would follow. 


Evolution started out on the Colecovision game console before it was 
transferred to the Cé4. (Coleco was named after the Connecticut 
Leather Company, the company behind another 1980's phenomenon, 
Cabbage Patch Kids dolls}. Sydney Development converied several 
games to the Coleco Vision before switching to develop Cé4 games 
after the 1983 “crash”. One of these, Fight Night, was a comedy 
boxing game that included a clever “design a boxer” section and 
some amusing special moves. Another, The Dam Busters, was based 
on the famous World War Il bombing raid, with the player having to 
switch between navigating, bombing, gunnery and flying the plane. 


Over six screens, the player's task was to evolve from amoeba to human. The amoeba on the first screen collected DNA to 
help it evolve and avoided other life forms. A limited shield (activated by pressing fire) helped to protect the player. Next 
was a frog, jumping to catch the flies that fell down the screen while avoiding the killer fish swimming around. Following this, 
and having evolved into. a small rodent, the player had to burrow through the ground to find and eat pieces of cheese while 
avoiding the snakes. Upon successful cheese collection, the rodent evolved into a beaver, collecting logs from the far side 
of a crocodile-infested lake. Moving on to dry land, the player, now evolved into a gorilla, had to throw skulls at the monkeys 
that were trying to steal its store of fruit. Finally, the human armed with a laser gun fought for survival against aliens trying to 
take over Earth in the far future. After the last level was won, and with a huge mushroom cloud symbolising the end of life as 
we know it, the game looped back around fo the start. 


‘pRadanRatiRace: TAPELZ) DISKS) CART! 


Commodore : ES ot 
Commodore (VIC20 version by Bill Hindorff) am 


Say “Cheese”! 

A blatant clone of Rally-X (see below), the most memorable thing 
about Radar Rat Race was the music, a cover of the traditional tune 
Three Blind Mice. !f sounded bad, it looped repeatedly and it got 
stuckin the player's head for days afterwards, To make matters worse, 
the graphics were very poor and the scrolling was jerky. While the 
game did have some appeal in terms of trying to get a high score, 
it soon became repetitive and boring. There were also two different 
versions (which played the same despite their cosmetic differences) 
— the Japanese cartridge game intended for the Commodore Max 
console, and the later American version with different screen colours. 
Both were initially available on a ROM cartridge that gave the 
(dubious) benefit of instant loading. 


The saga of Radar Rat Race began when Commodore produced 
a conversion of the arcade game Rally-X for the VIC 20, without a 
world-wide license from Bally. This clone was re-branded with new 
graphics to be released as Radar Rat Race, and then later transferred 
to the C64. Meanwhile, Commodore went on to sign a licensing deal 
with Bally to convert other games including Clowns, Omega Race, 
Kickman (known as Kick in the arcades) and Sea Wolf. In an example 
of early marketing genius, the C64 version of Clowns came with a 
sticker declaring it as an “Enhanced Version" simply because the 
balloons (which the clowns had to burst by jumping on and off of a 
seesaw) were in colour rather than the arcade's black & white! Sea Wolf and Clowns were designed to be controlled with 
the paddles, a pair of analogue dials which gave greater control of movement than a standard digital joystick. 


In Radar Rat Race, the player took control of a ratin a maze, and had to find all the pieces of cheese to move onto the next 
level, whilst avoiding the two main hazards. A radar screen showed the location of the pieces of cheese. Situated around 
the maze were cats, that would kill the player if they came into contact, (equivalent to the rocks in Rally-X). There were also 
enemy rats trying to track the player down, and they would home in on the player in a similar way to Rally-X's enemy cars. As 
a last resort, the player could drop a “star screen” behind them to slow down the pursuers. The enemy rats would be dazzled 
for a few seconds until they recovered enough to resume chasing of the player. 


— 


SCORE 
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ver three million Commodore 64's were sold worldwide in 1983, although it 

would still prove to be a tough year for the industry as a whole. The spectacular 
“crash” wiped millions off the value of companies, leading to hundreds of cancelled 
projects and massive redundancies. Many blamed the poor quality of console games, 
most notably the rushed tie-in to the film ET “leading to the enduring myth that Atari 
buried thousands of cartridges in the New Mexico desert). 


ucking the trend, Japanese company Nintendo got ready to release its “Family 

Computer” — the Famicom — which would come to be known as the NES in the 
West. In the UK, the Commodore 64 clashed head-on with the Sinclair Spectrum, 
which had a much lower price (costing just £175 to the C64’s £399), and led to 
many playground conflicts. Aggressive price-cutting from Commodore helped shift the 
balance, despite upsetting many retailers. Meanwhile, schools got their hands on the 
BBC computer, created by Acorn and backed up by programmes on TV. This was much 
to the chagrin of Sir Clive Sinclair, who felt that he'd been cheated out of the contract 
by Acorn. 


» aN ste magazine, Commodore User, launched late in the year, bringing technical 
articles and type-in listings in its early issues before gradually becoming more 
games-oriented as it slotted themselves into its market niche. And in the US, leading 
third-party developers turned away from the consoles to concentrate on producing 
games for home computers. Meanwhile, Commodore did not rest on their laurels; the 
first of several revised forms for the C64 was the portable SX-64, aimed at business 
users. Weighing almost 2kg (5lb), the 5-inch colour screen was impressive for its day. 
However, sadly for Commodore, many of the designers and engineers who had worked 
on the C64 had left by the end of 1983. 
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Archon TAPE DISK CARTES 
Electronic Arts 

Free Fall Associates a Lie 
A Deadly Game Of Chess... “4% ~— 42 


Chess was a popular game for computers to tackle, since they 
could perform calculations and try out potential moves quickly. 
Taking chess one stage further was the strategy game Archon, an 
intriguing cross between arcade action and a tactical boardgame. 
The computer player provided a worthy opponent and responded 
uncharacteristically quickly for board game A.I. at the time, but more 
fun could be had from beating a human, 


Archon was an early hit for Electronic Arts, and the inevitable sequel 
Archon 2 - Adept built on the elemental theme. Additionally, two 
young fans developed an unofficial third game, known as Exciter. The 
beta version was released on the Internet but it was never actually ¢ - ; 
completed. Like chess, fans gathered from across the country to play is . aise fg sie. ay chess but taking things a step 
in Archon tournaments — some of them even going so far as to dress ; 
in costume. One of the programmers, Paul Reiche Ill, would go on to 
create the classic Star Control for consoles. 


Players chose to play either the light Side or the Dark Side, which 
determined the nature of the game pieces they controlled. A Wizard 
commanded the Light Side, and an Enchantress was in charge of the 
Dark Side. Though the sides had different units, they both had similar 
strengths and weaknesses, with some fast-moving pieces, some that | 
could fly and some that were very strong. Similarly to chess, there | 
were a few simple rules that led to a lot of strategy. Each turn the 
player could move one piece up to its maximum range, or cast a spell with varying results. The ultimate aim was to wipe out 
the opponent's pieces or occupy the “power points" on the board. When a piece tried to take another, the action moved 
to the battle screen. This was filled with obstacles based on the nature of the square the defending piece was on. The two 
pieces appeared at opposite sides of the screen with an energy bar for each. Each piece could attack either with a moving 
shot or a force-field type weapon which depleted the opponent's energy. Winning the battle took the square and removed 
the defeated piece from play. There was a resurrection spell to bring back a piece, which was best used when the more 
powerful pieces were lost. A subtle and dynamic addition to the strategy was the day/night cycle — Light Side pieces gained 
an energy bonus on light squares, and the Dark Side pieces gained the bonus on dark squares. 


Beach Head TAPE) DISK) CARTES 
Access/US Gold CS 
Bruce & Roger Carver 


A Day At The Beach... 


This clever package of game styles worked really well, from the 
graphics (despite some garish use of colour) to the sound effects. 
With five skill levels and an alternating two-player mode, there were 
a lot of hours to be had out of this classic. While the 3D effects were 
quite simple, the best moment has to be when the giant gun on the 
fortress rotated and fired a shell at the tank, blacking out the player's 
view completely. 


Bruce and Roger Carver developed this multi-screen war game after VEL - AMMUN ITION | 
ul 


forming their own company, Access, from their home. Beach Head 
was the best-selling C64 game of 1984 and continued fo live on in eee ae 
compilations and as a budget release for years afterwards. ™ “ce ugh] the Goce ic olisecd a tex cane 


In Beach Head, the aim of the game was to defeat the evil Dictator, than most other curvent 64 games.” —- ZZAP 64, October 1985 
who was safely ensconced in his powerful fortress. The action started 
with an aerial reconnaissance map laying out the terrain for the battle 
ahead, and the player's fleet was immediately faced with a tactical 
choice - to go for a head-on attack and face the enemy, or sneak 
through the secret passage (filled with mines and torpedoes) and 
catch them by surprise. When battle was joined, the player came 
under air attack and had to man the anti-aircraft guns, shooting 


down the planes launched from the aircraft carrier. One hit brought _« io RRMA aK 
a plane down, but it was important not to waste shots due to the slow ey “Tea evdoo ~ Ae 2SSHHe sects *] 
reloading rate. Those who steamed siraight into battle would face SHIPS sccsssses AERIAL RECON 


more planes than players that used the secret passage. Reconnaissance planes could also be shot down for bonus points, 
and when the enemy ran out of planes, it was time to bombard the enemy fleet. Each shot registered with a splash of water 
and a readout telling the player how long or short it was of the intended target. Skilful players could try to sink the fleeing 
aircraft carrier first. Surviving with ships intact meant it was time to dock the fleet in the harbour and unload the tanks (two 
per remaining ship, up to. a maximum of eight). The tanks rolled along the horizontally scrolling beach, trying to find a way 
through the heavy defences. At the top of the beach was the Dictator’s fortress, and ten targets needed to be destroyed 
before the big gun could be rotated to shoot at the player's tank. Fail, and the next tank had to make it through tougher 
defences to hit the remaining targets. 
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Blue Max: 


Synapse 
Peter Adams 


Move Over Snoopy ... 


Blue Max.used a similar diagonally scrolling perspective to the arcade 
game Zaxxon, and was reminiscent of the old Activision classic River 
Raid — with the player flying through the level, destroying key targets 
to ear a higher ranking. The control mode could be switched from 
“normal” to. “pilot”, reversing up and down. Three different difficulty 
levels were available, although the game also adaptedto the player's 
prowess — the more enemies destroyed, the faster the incoming fire. 
However, due to the strict laws about portraying violence in Germany 
it was placed on a restricted list, which meant that it could not be 
displayed on shop shelves. Stephen Biggs provided a rendition of Rule 
Brittania and some basic sound effects. 


The title of the game originated from the nickname for a Prussian 
medal ("Pour le merite", a blue-coloured Maltese Cross) awarded 
to top German pilots attempting to shoot down the British ace Max 
Chatsworth, with a particularly famous holder being the Red Baron, 
Manfred von Richthofen. Due to the success of this game, Synapse 
released a sequel the following year, Blue Max 2001, where the player 
flew a UFO over a sci-fi landscape, which scrolled up and left rather 
than up and right as in the original. 


Blue Max put the playerinto a World War! bi-plane where, using bombs 
and guns, they had to destroy the enemy defences and survive the 
ensuing battle. Gameplay involved calculating risks - fly low to strafe 
the tanks and anti-aircraft guns, and dodge between the trees or 


TAPE®) DISK) CARTS) 


ALT 30 FUEL 181 & 6 
SPEED 700 BOMBS 30 SCORE O460 


“This is a bombing mission with a difference. A great 3D diago- 
nally scrolling Zaxxon style game.” — ZZAP 64, June 1985 


sefeS @in P ones 48" scone ou 


fly higher, taking on the enemy biplanes and dropping bombs on buildings, runways and bridges. Damage to the plane 
affected its performance — guns. would jam, bomb doors would stop operating, the fuel tank would leak, or manoeuvrability 
would be compromised. Even the wind was an obstacle, blowing the plane off course. Landing at a friendly airfield gave the 
chance for some repairs, refuelling and reloading, although the enemy planes would continue to drop bombs, trying to blow 
up the helpless player. At the other end of the battlefield stood the enemy city, complete with some juicy targets. Destroying 
them gave the player a final chance to land and find out whether he had earned the coveted Blue Max. 


iLhiesCoMmModoremo 4abook 


nitennat x 
Andrew Spencer ee 
Back Of The Net! 


Football (or soccer to Americans) was — and still is — a popular choice 
for computer games, but International Soccer was one of the first to 
really portray the game well, with nine difficulty levels and the option 
for a human opponent providing a long-term challenge. The player 
could also change the shirt colour of the two teams. Although controls 
were limited to a single fire button, it was possible to kick or head the 
ball at various heights. Looking back, the graphics were blocky and 
the sound was limited to a bounce effect and a white-noise crowd 
cheer, but at the time it was a winning package. 


The basic code for International Soccer would be re-used for 
International Basketball, which was available in two different versions; 
the European release had a choice of NCAA, NBA or Olympic rules. 
The third game in the series was International Tennis. International 
Soccer was re-released on tape and disk by CRI (if was originally only 
available on cartridge) in 1988, and then it appeared one last time 
on the Cé4GS$ compilation cartridge (see the 1990 chapter for more 
details). 


On starting the game, the players ran out onto the pitch and took 
their positions, the whistle blew and the action started. The computer 
would automatically pick the player nearest the ball to give control 
to, but they could be run “off screen” fo change control to the next | 
nearest player. The game did not implement free kicks or penalty 
kicks, but throw-ins and corners were taken with a press of the button. 
Tackling was simply a matter of running into the player with the ball 
to steal it. When the ball was in the penalty area, the fire button made fe Gecieaner dive in an attempt to save the shot. 
At the end of the match, the winning team was presented with a trophy in a short animated sequence, the captain holding 
it aloft in triumph. 


Overall, this was a seminal moment in the development of sports games, and has been cited as the inspiration for many 
others, including the famous ZX Spectrum game, Match Day. 


Lode Runner, TAPE! DISKS! CART! 
Broderbund —w 
Doug Smith, Dane Bingham - 


The Essence Of Platforming... “** 


Venerated as a platform classic, Lode Runner appeared on a wide 
range of machines and still plays phenomenally well today. Though 
the graphics were basic, the sprites were small but well animated, and 
an impressive fade effect occured when the player died or started 
a new level. The game provided 150 levels to get through, and the 
frustrating gameplay could prove very addictive. If, by some miracle, 
the player beat all of the built-in levels there was an integrated editor 
(shown in the bottom screen-shot) to create more. 


Lode Runner is one of the longest running game franchises, and was 
originally inspired by the classic Space Panic platform game (which SEDREGGRGRRR NEXGRS LEVEL onl 
featured a similar method of making holes in the platforms to trap 
and kill enemies). A recent Lode Runner conversion for the Game 
Boy Advance retained the familiar gameplay and even some level 
layouts from earlier titles. A compilation of the Lode Runner games was 
released on the C64, featuring the original, the Championship Edition siuawmicatin 
with new layouts, and the spin-off Lode Runner's Rescue (inspired 
by the arcade game Crystal Castles) using an isometric viewpoint. 
Fans of Lode Runner should also check out Jumpman and its sequel 
Jumpman Jr. from Epyx, which have a similar feel to the gameplay. 
There have been many other Lode Runner-inspired games, including 
several arguably ill-advised forays into 3D on platforms such as the 
PC, Nintendo 64 and GameCube. Of these, Lode Runner 2 on the PC 
was the worst, because of the illogical and inconsistent use of the 3D environment. 


The game's backstory informed the player that The Bungeling Empire (featured in several of Brederbund's games) had 
stolen a huge cache of gold and left behind robot guards to protect the vaults. The player had to avoid these guards while 
attempting to collect all the gold spread around the single screen levels. As the guards patrolled the screen they homed in 
on the player, who could only fight back by creating holes in the brick platforms that they would fall into for a short time. The 
hole would heal after a short while, killing any trapped guards (or the player if he fell in). On certain levels making holes was 
also necessary to reach difficult platforms and pieces of gold, and horizontal ropes and vertical ladders also helped to move 
around. Once all the gold had been collected, an escape ladder would appear for the player to climb to the next vault. 
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ManicjMiner bésdomsioecinga 


Software Projects 
“Chris & Kris” Lancaster ae 


Crazy Collier Makes Millions... ke 


Whilst it borrowed heavily from other games of the time, there's no 
doubt Manic Miner was a classic, from the off-key title tune to the 
fiendish level layouts. The graphics stuck closely to the ZX Spectrum | 
version, making little use of the extra power of the C64, although this _ | 
did ensure that the pixel-perfect feel of the game was maintained. 
Sound effects were disappointing, particularly the discordant title 
music (which was due to the sound registers not being properly 
cleared after a game had finished). HIGH SCORE 898000 SCORE 900108 


Rumour persists that the first C64 conversion by Chris Lancaster was 
rejected and an unknown programmer was brought in to complete 
it, leading to the strange credit to “Chris & Kris” Lancaster. A much- 
improved version to have gone by the name of Mattie Goes Mining 
never saw the light of day. The ZX Spectrum original made an instant July 1984 
celebrity out of programmer Matthew Smith, who was inspired by the 
Bill Hague game Miner 2049'er. A row over unpaid royalties saw him 
leave Bug Byte — and take the publishing rights to new software house, 
Software Projects (responsible for the C64 conversion), of which he 
was a founder member. After disappearing from the public eye for 
most of the 1990's, Smith returned to take centre stage at the Classic 
Gaming Expo UK in 2004, although rumours — fuelled by Smith— ofa |, . 
new game based on Miner Willy have so far proved unfounded. P HIGH SCORE 890000 scoRE 645766 


The hero, Miner Willy, discovered a strange hole in the ground near AE 
his home in Surbiton and set out to explore it, only to find the first of 
twenty increasingly difficult levels standing between him and immense wealth. Each level had a name — from the opening 
Central Cavern, to the fiendishly difficult Eugene's Lair and Solar Power Generator, each of which was populated with strange 
mutants, poisonous flowers and other hazards like crumbling floors and conveyor belts. Falling too far would kill Willy, as would 
running out of air. Collecting all the keys before the air supply ran out opened the exit to the next level, but this was no easy 
task, as more frantic enemies and trickier level layouts added to the difficulty on higher screens. Adding insult to injury, when 
Willy's lives ran out, a boot would slide down the screen to squash him to a greasy pulp. 


The MULE of the title was the Multiple Use Labour Element, a robot 
with an endearing character strangely reminiscent of an AT-AT 
Walker. The player could take charge of seven different alien races, 
with each race representing. a difficulty level, This game presented 
an interesting lesson in economics and the theory of supply and 
demand, as demonstrated in the game's mechanics. Best of all it 
was a game to get friends and family around the screen, with simple 
controls allowing them all to get involved. 


Danielle Bunten Berry (née Daniel Paul Bunten- he underwent gender 
reassignment surgery in November 1992) developed MULE for the 
Atari computer and ported it to the C64 for Electronic Arts. Bunten <q complex trad 
went on to write Seven Cities of Gold and Modem Wars, before dying - Commodore 

of lung cancer in 1998 at the age of 49. 


The structure of MULE was very similar to that of a property trading 
game like Monopoly. The aim was to buy and sell commodities, 
helping a new space colony on the planet Irata thrive. Each game 
turn was split into. four timed phases — land grants, development, 
production and the auction. Energy, food and metal ore (called 
Smithore, joined by a second type called Crystite at higher levels) | 
were all produced with an appropriate facility, and then sold to the 4. 
colony or other players. Careful planning and strategy was rewarded. |_ 

For example, locating two facilities next to each other would increase 

their production, while cornering the market in one commodity would net a huge profit. Also, certain terrain was suited 
to particular commodities; e.g., more ore was produced in the mountains. The auction allowed players to buy and sell 
commodities, with their character moving up and down the screen to set the price or make an offer. 


Additionally, random events would heip or hinder the player, or the player could actively seek out chance by going to the 
pub to gamble and try to win some money. Exceptionally lucky players could aiso hunt the Wampus, an elusive creature that 
hid in the mountains and would pay for its freedom if caught. After twelve turns, or six turns at the beginner level, the player 
with the most profit won the game (and bragging rights). 
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Uses, August 1985 


The C64 version of Spy Hunter was pretty faithful to the arcade 
machine, with graphics and sound emulating the original effectively, 
including touches like the guardrail on the bridge breaking and 
the impact of the changing seasons on the landscape. The major 
problem with the Cé4 implementation was the control method for 
selecting the extra weapons, requiring a second joystick to activate 
them. This could hinder progress, but even.so the game was. very 
compelling and is still worth a quick blast. 

The films of James Bond inspired the original arcade game, and even 
without the 007 license it still became a big hit. Looking to cash in 
on its old property, Bally have since released some very predictable 
(and not very good) 3D games on the PlayStation 2 with the Spy 
Hunter name, and gave the go-ahead for a film version, tentatively 
starring Dwayne “The Rock" Johnson, to be released in 2009. 


Driving up a esl iy road, accompanied by Mancini's famous 
Peter Gunn theme tune, the player used the car’s machine guns to 
clear the enemy traffic. Alternatively, the player could ram them off 
the road, but care had to be taken not to accidentally attack the 
innocent civilians in the process. Not only that, but attempting to ram 
into the enemy car equipped with tyre-slashing spikes would cause 
the player's car to be destroyed. 

Every now and then, a large truck would appear to offer an extra 
weapon, which was added to the car by driving up the ramp into 


the back of the truck. Oil or smoke could be dropped behind the car to confound chasing enemies, whereas the missile 
was used to take out helicopters trying to bomb the player. Reaching the boathouse saw the car transform into a boat and 
take to the water, but the attacks continued from enemy boats dropping barrels and firing torpedoes. The action alternated 
between land and water, with more vehicles populating the roads and rivers, and more helicopter attacks the further the 
player got. At the start of the game, a timer ticked down and damaged cars were replaced automatically until it ran out. 
Once past that point, the player had only two spare cars remaining, Additional cars could only be gained by destroying 
enough enemies, which was an increasingly difficult challenge as the game progressed. 


Wizard Of: Wor, TAPES!) DISKS) CARTM! 


Commodore 
Commodore (Jeff Bruette)/HAL Laboratories 


Double Score Dungeon... 


This was another arcade game licensed from Bally, and it took 
Commodore two attempts to get right. The simplistic graphics worked 
well, but sound was limited to a few jingles and sound effects (apart 
from the synthesized speech provided by the Magic Voice cartridge). 
lt also had an excellent two-player mode but players had to avoid 
shooting each other accidentally! Extended play revealed certain 
winning strategies — e.g., lurking in one safe spot, or running after the 
enemies with all guns blazing. Like the arcade game, tapping gently 
in a direction made the player face that way rather than moving. 
The only incentive to keep playing was to reach a higher score, but 
the changing level layouts make it fun. Like a lot of early Commodore 
games, being on cartridge with instant loading increases its appeal. 


HAL Laboratories (now famous for their Nintendo games) produced aan ee eae 

a version of this arcade game for the ill-fated Commodore Max, Sooners Be GARHOR 3 200 POINTS 
Unhappy with the quality, Commodore commissioned a second Rae THORWOR 4y Soo POINTS 
version on cartridge, which was compatible with the Magic Voice bes, ag > WORRII ¢ 1000 POINT 

add-on to provide in-game speech just like. the arcade game. The jf . WORRIOR * 1000 POINTS 
Magic Voice cartridge was similar to the ZX Spectrum's Currah aes ; worLuK Wf 1000 porns 
yuSpeech add-on, and could be used in BASIC programs with the SAY . rs DOUBLE SCORE 
command. There was a pass-through port to plug in other cartidgs WIZARD OF WoR “ 2500 PorNTs 


and the unit's output could either be connected directly to the 
computer to output speech through the TV, or to a separate hi-fi, 


Wizard Of Wor was superficially similar to Pac-Man, but instead of chomping pellets, the players were equipped with a gun to 
shoot the enemies. At the start of each level the player's Worrior was safe in the “box", but had to leave it within ten seconds 
or be forced out into the maze. The basic creatures were called Worlings and were easy to defeat. Then the tougher Burwors 
and Garwors entered the maze, some of which could become invisible for short periods of time. Fortunately a radar display 
at the bottom of the screen helped the player keep track of where the enemies had gone. The fast-moving Worluk had to 
be shot before it escaped, to earn double points in the next dungeon. The worst enemy was the Wizard himself, teleporting 
across the maze and shooting lightning bolts at the player. Later levels had names such as The Pit and The Arena (inspired by 
their layout) and more vicious enemies to defeat. 


Cece launched the “TED” range, so named because of the included Text Editing Device 
chip that combined graphics and sound capabilities. The C16 and Plus/4 (with its built-in 
software) were incompatible with the C64, but they did spawn several great games that were 
ported across. Meanwhile, Bil Herd and a new team of engineers began work on another machine, 
one that would be backwards compatible with the C64 and yet offer an 80-column mode for serious 
business users, and like before, they faced the hard deadline of the CES Show to have a working 
prototype ready. 


LE companies continued to dominate the software charts, while Mastertronic emerged as a 
budget label, initially selling low quality cassette-based games for just £1.99. Since many of 
the outlets selling the games were not covered by the official Gallup sales survey, Mastertronic's 
sales were not properly measured. Later on though, when their games had improved, there were 
complaints that budget games dominated the charts, prompting some magazines to split the 
charts into full-priced and budget categories. 


|: this year, the excellent though short-lived magazine Personal Computer Games was launched 
as a serious rival to the multi-format EMAP title Computer & Video Games. PCG’s major 
contribution would be its style of reviewing, with many of the team eventually moving on to a much 
more famous magazine that was launched in the year following... 


Te other magazines that launched in 1984 were Your 64 (from the publishers of Your Spectrum) 
and Your Commodore. Your 64 lasted just fourteen issues before being “incorporated” into Your 
Commodore. 


|" the UK, Alan Sugar’s Amstrad brought the CPC to the 8-bit battle, based on the “all-in-one” 
theory that had been so successful in the hi-fi market. The 464 came with a built-in tape deck 
and the choice of a green-screen or colour monitor. However, this was also the year that a major 
change happened at the highest level in Commodore. Jack Tramiel, the founder and high profile 
leader of the company, quit to join rival Atari. This would have a dramatic effect on both companies, 
with projects cancelled and a new battleground to fight upon... 


TAPE® DISK! CARTS 


Llamasoft 
Jeff Minter 


Dude... 
Wait... What? 


Ancipital was an unusual blaster from industry legend Jeff Minter, 
featuring his trademark ovine sprites and frantic blasting action. 
Flashing colours (though thankfully the stroboscopic effects could be 
disabled), repetitive drum loops and loud effects tried their best to 
overwhelm the player, while the background graphics were limited 
but effective. For the first few games the player would struggle with 
the four-way gravity and understanding how to complete a screen, 
but when it clicked there was a real incentive to continue playing. 
Jeff Minter sprang to fame with aseries of wild shoot ‘em ups, including am] | ar] a>] ae] oo] | oe ! 
Attack of the Mutant Camels which was based on the AT-AT Walkers layable, keeps you amused with lots of wisecracks and 
from The Empire Strikes Back game on the Atari 2600. (To confuse US zany : ics" - Commodore Uses, December 1984 

readers, Matrix - the sequel to Gridrunner — was actually released as yy 5 $3 38 
Attack of the Mutant Camels over there). However, one of his most AINeIPITAL a a mares 
unusual games was Hover Bovver. With its quintessentially English 
setting, the player had to “borrow” a lawnmower from a neighbour 
and cut the grass on aseries of overhead view single screens — without 
overheating the mower, upsetting the dog or trampling the flowers, 
Jeff also released the amazing Sheep in Space in 1984, inspired by 
Stargate and Defender. 

The player was given control of Cippy, a mutant anthropomorphic 
goat-like creature that had to infiltrate the Zyzyxian Empire's weapons i qeqege 
research facility (a maze of one hundred different single screen levels). To progress through the r 


a 
——P BAHAHA EVERYTHING TH 


STGHT. HIT THE GREEN 
OPPLES TO OPEN WALLS 


ooms, Cippy had to weaken 


the walls to open an exit. This was achieved in a variety of ways — either blasting an enemy so it “fell” into the wall, shooting 
the wall itself, or jumping through an enemy to make it fall into the opposite wall. It was these changes of strategy that made 
it such an unusual game. When a new screen was entered, a timer ticked down until the exits became available — the arrows 
at the top of the screen showed how much damage a wall had to take to make that exit open. Certain rooms only had exits 
in o Couple of the four possible directions, or had a “locked” wall that could only be opened by finding the correct camel- 
shaped key. Fortunately, pausing the game offered a hint on how to complete the current screen, and overall success was 
measured by a traditional points score and the percentage of rooms completed. 


Boulder,Dash TAPEW! DISKi! CARTS 


First Star eae GS 
Peter Li Chris K 

jo nape, 25 avin 
Rock And Roll Star... 


Boulder Dash had a very distinctive look-and-feel, which did not 
change a great deal for the sequels. The scrolling system took some 
time to. get used to as the screen did not scroll until Rockford, the 
foot-tapping hero, got near to the edge. Despite the garishness of the 
colours and poor sound quality, there was a high level of challenge 
in the gameplay — and the impetus to work out the correct way to 
complete a level was a strong draw. However, frustration could soon 
set in — particularly. if the player was repeatedly trapped by unplanned 
rock falls. 


F- aeons yr sere ar ee we x weer sor st 
EE at a oe LM Oe 80 OA EOE OE EDEN 


even made it to the arcades, with an il-advised ability to pick up 
diamonds next to the player, and the recent Millennium and mobile 
phone versions have kept the series alive. Rockford also made regular 
appearances in the margin of ZZAP 64, often squabbling with Thing 
(from Thing on a Spring). 


Guiding Rockford around a maze, the player had to pick up diamonds 
and avoid the falling boulders. Digging through the dirt would cause 
unsupported boulders and diamonds to fall, potentially crushing 
Rockford if he got in the way. Played.against.a time limit, there was a ars 2 romain - 
minimum number of diamonds needed to complete each level. That also meant looking out for the fireflies and butterfies, 
which could be killed by dropping a boulder on them. (Fireflies exploded, butterflies turned into diamonds — but Rockford had 
to make sure he was not caught in the explosions.) Another foe, the dreaded amoeba started to grow into any available 
space, filling the area and potentially trapping the player. Even the walls moved; some were destroyed by boulders, some 
were magic and turned boulders into diamonds (and vice versa), and some grew like the amoeba, After enough diamonds 
were collected, the exit opened, and the player had fo reach it to go on to the next level. Boulder Dash was a difficult and 
exacting game, but fortunately there was an intermission screen every few levels to help the player earn bonus points and 
extra lives. 
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TAPE! DISK®) CARTE! 


D. t oft 
atas . = Hae 

5 | : (HY 
Ron Fortier, Kelly Day ~e ogee a xX) 
Fists Of Fury! SEY ss 4/5 


This was an interesting platform game with a few twists. Though the 
sound was merely average, with a short title tune by John Fitzpatrick 
and swooshing sounds as Bruce unleashed a flying kick, the Oriental- 
flavoured graphics did the job well, albeit with limited animation. A 
second player could control Bruce's opponent the Green Yamo and 
try to thwart what the other player was doing. It was also amusing to 
run around with Yamo and beat up the Black Ninja. However, with 
only twenty different screens to get through, the game was quite 
short — but fun while it lasted. 


Other than his image on the loading screen and the kung fu moves 
used to defeat the opponents this game has no clear link with Bruce 
Lee. It's most likely that Datasoft used his name and likeness on the 
game to sell more copies. In any case, the game was destined to 
become a classic, and has since been unofficially remade for the PC; 
Mark Rosten’s authentic remake uses the original graphics to retain 
the 8-bit feel. 


The aim of the game was to control Bruce Lee as he fought his way 
into the evil wizard's fortress. Standing in his way were screens full of 
hazards — sharp spikes, escalators that switched direction, exploding : 
bushes and electric floors. To get onto the next screen, Bruce had : oe 
to collect the lanterns and activate switches. Hindering Bruce were we 

the Green Yamo - a large green man with the physique of a Sumo ; 
wrestler — and Ninja — a little black-clad warrior armed with a heavy \—oe ea “ee tt 
Bokken (A#il, bok/u), “wood”, and ken, sword"). Two punches or flying kicks would dispose of the Ninja, while the Yamo 
needed three hits before expiring — only to re-appear a few seconds later. Once all the lanterns from the first three screens 
had been collected, a trap door opened to let Bruce into the main castle. A loop of several screens with deadly drops 
and fraps brought Bruce back to the surface where a chanting pig statue showed the way forward. This lead into another 
complex of screens, where moving floors and the yellow bonus life waited. Of course, like all good Bruce Lee movies, there 
was a nasty twist waiting for him in the penultimate room before he could face the evil wizard himself... 


“Bruce Lee is a great game and well worth the price” — Personal 
Computer Games, December 1984 
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Ghiller TAPE) DISKS CARTE 


Mastertronic 
David & Richard Darling 


And No-one’s Gonna Save 
You From The Beast About To Strike... 


As a cheap and cheerful budget game, this was a difficult but short 
challenge. Graphically the backgrounds were messy and the sprites 
i 


poorly animated, although a nice touch was the cut scene between 
levels, with a description of the next levelin verse and the spooky blood- 
red letters spelling out the word Chiller. The jingles were adequate and 
the music was average (depending on the version). Overall though, 
the bright colours did not create a suitably scary atmosphere. With 
only five different locations to see, frustration and boredom soon set 
in due to the way the player slowed down drastically as their energy t? 
dropped. However, in comparison to Domark’s awful Friday the 13" “An interestin, 
movie tie-in, this was a pretty good game... 


David and Richard Darling were inspired to write the game by the 
expensive video for Michael Jackson's popular Thriller. The music in 
the game, by David Dunn, provoked controversy and the potential for 
legal action, as it was a cover of Thriller that had not been licensed. 
(Many games at the time had a biatant disregard for copyright, or 
used classical music to get around the licensing issue). Consequently 
a second version of the game exists with an original tune, and the 
“contraband” version has since become very collectable. 


In the game the player had to avoid the creepy enemies and other 
energy draining hazards to collect five blue crosses on each screen. 
The locations were taken almost directly from the Thriller video - the Woods, the Cinema, the City, the Graveyard and 
the House, each of which had many enemies, from the ghostly usherette in the cinema to the skeletons in the graveyard. 
Completing all five levels allowed the player to rescue his girlfriend, although she then had to be escorted back through 
the five screens to safety. Switching between the two characters with the fire button, there were now five blue and five red 
crosses to collect on each level. The player had a single energy bar that was depleted on contact with the enemies and 
dangerous fungi, but collecting mushrooms and apples restored some of this. Another key hazard was the disappearing 
platforms, which could trick an unwary player into plummeting fo his doom. 


Ghuckie TAPE DISKI2 CARTS 
A ‘n F Software y 


Nigel Alderton, Sean Townsend, 
Martin Webb 


Hey Little Hen, When, When, When... 


Chuckie Egg is actually slang for a chicken's egg, but fortunately this 
game did not stink like a rotten one (bad pun alert!). While it did not 
have the all-round appeal of Manic Miner, this was still a very solid 
platform game with a real challenge. It looked and sounded very 
basic, with simple screen layouts and limited animation. However, 
the game was very addictive, and the possibility of reaching just one 
more level and getting a new high score was a strong draw, although 
the game was exceptionally difficult on the later levels. Unlike many 
similar games, a long fall did not kill the player— but dropping off the 
bottom of the level would. It became a cult classic on its release but 
arguably has aged badly. 


Programmer Nigel Alderton was just seventeen when he approached 
A&F with the incomplete ZX Spectrum version (with its work-in-progress 
title of Eggy Kong), but they liked what they saw. Upon release, if 
sold over a million copies on various formats, including the later (and 
much derided) Amiga conversion. Another source of contention was 
the in-game physics — not all of the conversions featured realistic 
jumps and falls, making certain screens a lot trickier. The buggy sequel 
— developed with no input from Alderton — was less popular, and was 
set in an Easter Egg factory with the hero, Henhouse Harry collecting 
parts for the toy to go inside the finished chocolate egg. There have 
been many remakes of the original, including a recent attempt to re- 
create it with Microsoft's XNA development tools for the Xbox 360... 


The player took control of Henhouse Harry, and had to collect the twelve eggs on each level. A devious arrangement of 
platforms, ladders and lifts guided the player to the precious eggs, while the nasty blue chickens patrolled the area. There 
were also piles of birdseed, which the chickens would stop and eat, often giving the player a much-needed breather (or 
the player could collect them for extra points). There were eight levels, played through multiple times. The first time through 
had just the blue birds, the second time through unleashed the giant chicken from its cage to home in on Harry, but on the 
third time through both were present. 


“Definitely for the platform-jumper enthusiast” - Commodore _ 
User, October 1984 
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SKILL LEVEL 6& MAY 
SERTOUSLY ORMAOE YOUR HEALTH 
RAF SOFTWARE LTO CANNOT ACCEPT 


RESPONSIBILITY FOR HEART ATTACKS 
BRAIN HALMORRHAGES, NERVOUS 
BREAKDOMHS,OR JUST PLATH BROKEN 
FINGERS 
PRESS ANY KEY 


Dropzone TAPE! DISK! CARTS 
US Gold 
Archer Maclean 


Strap On Your Jetpack ee ike 
And Get Out There! 


Dropzone was a polished game with a good difficulty curve, and was 


a true classic from the momenit its attract mode started up. Sound Pa 

effects, from the panic alarm as the scientists come under attack to yw 

the loud explosions, were well suited, and the graphics were nicely = , ware ae —- 
animated, with the spaceman waving at the end of each attack ee : 

wave, and the detailed planet surface scrolling by smoothly. The FF ee 

control method augmented playability, being simpler than Defender, a es 
the game that inspired it (although separate keys were still needed to Te See ——— 


activate the cloaking device and smart bombs). 


Defender had won a generation of fans, including among them a 
young programmer called Archer Maclean. Having secured one 
of the first Atari 800s to reach the UK, Archer set about creating 
Dropzone, drawing inspiration from Defender and its sequel Stargate. 


“Classic blasting... this is a neat, hectic entertainment package” 
- Commodore User, August 1985 


ANTI MATTER 


Archer would later convert the game fo the Cé4 himself. There was = piace eee, CEN 
even a special one-off arcade cabinet of Dropzone made, which - 

Archer has stated that he hopes to one day recreate. (One of the vi = Ss aKSENeK ALVEhann ees 
hobbies financed by his success in the industry is the restoration of ft - NENEOITE SPORE 
classic arcade machines.) a ace te See 
On each level of this game, the player had fo rescue stranded ria + & 129 


scientists from the surface of Jupiter's moon, lo, and return them to the 
base. Out to stop the player were waves of aliens, fromsome intent on 
kidnapping the scientists to the evil Blunder Storms that zapped the air with lightning or dropped harmful acid rain. Flying on 
ajetpack and firing his laser, the player also had a cloaking device (with a limited energy bar) that could be toggled on and 
off, and three smart bombs. Performing well on a level earned a higher rank, with the cloaking device refilled by 50% between 
levels and extra lives/bombs earned every 10,000 points. Every few waves there would be a “trailer invasion", with hordes of 
the deadly bive Spores that split into smaller “trailers” to home in on the player. If all the scientists were captured or killed by 
the aliens, the hitherto dormant volcano would erupt, making it very difficult for the player to survive. 


Ghostbusters TAPEW®! DISKS! CART 


Activision 

David Crane, Adam Bellin, wean: We ae 
Hilary Mills S/S Tete! 9 9 25/5" 
| Ain’t Afraid Of No Ghost! 


The game was, for ifs time, a superb tie-in, recreating the action and 
the humour of the fiim. The title screen came with the Ray Parker Jr 
theme music recreated in full by Russel Lieblich, and a bouncing ball 
moving over the lyrics fo help the player sing along. Speech added 
to the game significantly, from the cry of “He slimed me!" to the 
ghoulish laugh upon loading. Graphics were more than adequate, 
with the half-screen high Marshmallow Man being a particular crowd 


pleaser. Catching the ghosts and earning more money made for an CITY’S PK ENERGY: 9599 s1000e 
entertaining game, especially with the ability to soend the money on 
equipment upgrades. A CTIVIsion 

“Brilliant music and 


Being in the right place at the right time was a crucial factor in the 
genesis of this game — David Crane had a partially completed driving 
game, and Activision obiained the film license. The two were then put 
together to become the best-seller we came to know and love. 


The: player started with a nascent Ghostbusters franchise and a bank 
loan of $10,000, to be spent on a car, a ghost trap and several other 
optional pieces of equipment. Once the car was fully loaded, the 
overhead map of New York appeared, where the buildings would 
flash red, indicating a haunting. After a short driving sequence, the 
car pulled up to the location, and the Ghostbusters piled out of the 
car, ready for action. Two men had to be positioned and the trap set 
on the ground, with the ghost hovering overhead. Trapping the ghost raqutad fiming and positioning of the two Ghostbusters 
with their proton streams, before the fire button was pressed to open the trap. Failure to catch the ghost meant one man 
would be slimed. (With only three men available, slimed players would have to reiurn to Ghostbusters HQ for a shower before 
heading to the next alert). Once the city’s PK level reached critical, the Marshmallow Man appeared, ready to stomp 
buildings unless the player unleashed the ghost bait to draw it in. The finale on the top of the Temple of Zuul required the 
Ghostbusters to sneak past the Marshmallow Man guarding the entrance in order to confront the final enemy, Zuul. If the 
player had earned more money than they started with, an account number would be displayed to give a higher starting 
balance and access to better equipment in their next game. 


- ZZAP 64, May 1985 
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Gryphon TAPE DISK) CARTS 
Quicksilva a a i 
Tony Crowther 


Fly, My Pretties... 


Hailed at the time forits graphics, with a well animated main character, 
impressive parallax scrolling and some nicely designed enemies, 
Gryphon felt like a very hollow game behind the sheen. There was an 
adequate title tune, and the sound could get a bit repetitive despite 
each enemy. type haying a unique sound effect. However, what little 
gameplay present was hamstrung by the difficulty level, which was set 
way too high and it rapidly became an exercise in tedium, crossing 
back and forth along the same piece of background. 


Tony. Crowther was a high-profile figure in the British software industry Fe 
of the 1980s, moving between prominent companies such as Alligata, 
Gremlin, Quicksilva and Image Works (a labe! owned by Mirrorsoft). 
His earliest hits included the Blagger series (Manic Miner style platform 
games} and Potty Pigeon (with a young Ben Daglish contributing 
some of the music). Unfortunately the process of mastering Gryphon 
for duplication resulted in a bug that made it impossible to complete 
later levels. Additionally, like most Crowther games, there was a hidden 
feature —in this case. a TV test card. 


The player controlled Gryphon the Griffin flying and running along a 
horizontally scrolling landscape. The aim was to reach the other side 
of the Land of Dreams and Legends, fighting the id monsters created 
from human dreams. To reach the next level, the player needed 2S SSS: Fi 
to. build a bridge across the water using gold bricks that had to be § »  Coozssoo 00s ozs Goo00L00 
picked up and placed one at a time. The bricks were retrieved from a 

pile at the left of the level, and had to be flown to the far right to be positioned. Environmental dangers such as the poisonous 
water would kill on contact, and the hordes of flying enemies were also a deadly threat. Luckily, the Gryphon was able to 
shoot at the enemies to defend himself from their onslaught. Having completed the first level, the Mystical Woods, the player 
found themselves in the Surreal City and had to repeat the bridge-building process again to reach the deadly Darklands. 
After each level there was a slightly odd bonus round, based on the arcade game Carnival, in which the griffin tried to fly 
across the screen and the player controlled a gun to shoot it. Every shot that hit the griffin reversed ifs direction and sped if up, 
scoring bonus points until the griffin escaped. Once the player had bridged the Darklands, the three landscapes repeated. 


1 
ingredients are here but they don’t blend to make an 


“All the 


on — game” - Commodore Uses, April 1985 


H®E?RZ0: TAPEW! DISKS CARTS! 


Activision Os 
John van Ryzin We 
( by The 3/5 | 


Softworks) 
Holding Out For A Hero... 


John van Ryzin, one of the top Atari 2600 designers at Activision, came 
up with a unique take on the platform game that did not feature the 
usual platforms and ladders. The first few levels of H.E.R.O. seemed 
straightforward, with only a few hazards. However, as it became more 
complex there was a real compulsion to keep pressing on. Animation ee tes + 
was simple and the background graphics were quite basic, but the 

overall atmosphere they generated worked well. A particularly nice LEVEL:S 25152 
touch was the animated waves on the green pools of acid. However, —————\—=aeuse Taro 


sound was limited to only a few spot effects, although they served jun : : e i 
thei purpose well Giemronanas taeKiMee 
H.E.R.O. was the acronym for for Helicopter Emergency Rescue S 

Operations, the name of the team that the hero (the conveniently 
named Roderick Hero) worked for. Like a lot of Activision's carly 
games for the C64, H.E.R.O. was also available on cartridge. Fans 
of the game should check out Dark Caves — released in 1992 and 
featuring very similar gameplay. 


The player controlled Roderick Hero, who was equipped with a 
helicopter backpack. His task was to fly into the dangerous caverns 
to rescue miners trapped by a sudden outbreak of volcanic activity. jg 21656 
The maze was flick-screen, often with a choice of more than one exit ae SELL 
from a room. Pools of acid, deep water and lava-covered walls were neces ey as well as the series of enemies (snakes, 
spiders, and birds) inhabiting the caverns. Care had to be taken whilst manoeuvring, as running into the wall lights would 
break them, sending the room into darkness and making navigation trickier. The player was armed with a laser for killing 
enemies, and a limited supply of dynamite to blow up tougher walls. if the player ran out of dynamite, the laser could be 
used to slowly cut through the walls blocking the way, alfhough this used up precious energy. Finding the trapped miner 
gave a bonus for the remaining power and dynamite, before play progressed to the next section. Completing twenty levels 
got the player onio the more demanding "PRO" section. 


ijhejHitchhiker:siGuidesfoynhe IGalaxy 


Infocom MEGAGAME 
Douglas Adams, Steve Meretsky 327 | 


Don’t Forget Your Towel... 


Fans of the radio series, the novel, the TV series, and the recent (poorly 
received) movie would be right at home with the dry sense of humour 
and neat touches in this text adventure. The packaging was exquisite, 
from the handy bit of pocket fluff fo the peril-sensitive sunglasses 
(made from black paper) and the miniature alien invasion fleet. The 
game was a complex — some would say almost impossible — challenge, 
capturing the flavour of the books perfectly. Indeed, one particular 
task — using the Babel Fish dispenser — inspired Infocom to sell a T-shirt 
saying “I got the Babel Fish". The parser was cleverly implemented 
and the game gave many humorous replies to the player's input. The 
player could also CONSULT GUIDE ABOUT topics and objects within 
the game to see what the Hitchhiker's Guide had to say about them 
(which was an innovative way of referencing the original book). 


Like Deadline {see 1982), there was more than one release of this title 
— the Solid Gold edition in 1987 added a hint-book, containing clues 
that were carefully worded so as not to spoil the story. Douglas Adams 
worked with Infocom in creating the game, and then went on to write 
his own adventure — Bureaucracy — based around the idea of someone 
fighting the system to get the bank to recognise his new address so he 
could withdraw some money for an urgent business trip. 


The game started with Arthur Dent, an ordinary man, waking up one 
morning to find out something extraordinary — his house was about to 
be demolished to make way for a bypass. Unfortunately he had little 


time to mourn for its passing, because the Earth was demolished by the Vegons to make way for a hyperspace bypass very 
shortly thereafter. Luckily for Arthur, his close friend, Ford Prefect (who pretended to be from Guildford but was actually bom 
on a smali planet near Betelgeuse), helped Arthur escape Earth in the nick of time, hitching a ride on the Vegon craft. What 
followed was a bizarre and spasmodic trip around the Universe. Along the way he had to help Zaphod Beeblebrox (the mad 
two-headed President of the Galaxy) search for the mythical planet of Magrathea in the stolen spaceship Heart of Gold 
(powered by the Infinite Improbability Drive). During the game the player got to control several of the main characters, and 


also had to cope with the morose Marvin, the Paranoid Android. 


TAPE DISK) CARTS) 


Impossible Mission} TAPEW DISKS) CARTE 


Epyx 
Dennis Caswell 


Your Mission, Should 
You Choose To Accept It... 


Flawless execution from Epyx made this outstanding game a 
masterpiece of programming. Agent 4125 was a superbly animated 
sprite, running through corridors and somersaulting out of trouble with 
élan. Sound was excellent; the soft footfalls of the agent and the sizzling 
electric field fired by the robots, as well as synthesized speech, from 
the cry of anguish as the agent dies, to the evil Elvin Atombender's 
taunt of “Destroy him, my robots" as the player entered a room. 


Dennis Caswell was inspired by classic 1980s movie War Games to 
create a game based on breaking into a large computer complex. 
However, one of the Epyx staff spotted the game's similarities to the 
TV series Mission Impossible and the name was chosen based on this. 
The sequel, created by Hungarian company Novotrade, moved the 
action to a series of themed towers, adding more types of robot as 
well as safes to blow open. 


The evil madman Elvin Atombender was threatening the worid with 
a nuclear missile, and it was up to Agent 4125 to stop him. The player 
had just six game-hours to complete the nine-letter password that 
would open the command cenire where Elvin was lurking. The agent F 
started out in a cormidor, with a large elevator fo move between 
floors. Entering a room, the player had to search the furniture for clues 
whilst avoiding the deadly robots. There were thirty-six pieces of = card for the player to find, and there were several 
types of droid attempting to prevent him doing so. Some droids would home in on the agent, and some sat still and shot out 
a deadly electric charge. Fortunately the player could use a “snooze” password at the computer terminal to shut down the 
robots temporarily. Falling off the screen or being killed by the robots resulted in a ten-minute time penalty. Out in the corridor 
the agent could use his phone to check if he had all the pieces to complete a puzzle or ask for help and orient the pieces 
automatically. However, both actions cost precious time. The pieces had to be flipped horizontally or vertically and matched 
in colour to line them up. Putting together the correct four pieces gave a letter of the password. The player's performance 
was rated on the time remaining (if any), the number of puzzle pieces found and the ELIE EE ¥ letters solved. 


May 1985 
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Software Projects 
Matthew Smith, Shahid Ahmad 


Get Set, Willy! 


For the sequel to Manic Miner, the quirky enemies, tricky screen design 
and ZX Spectrum-style graphics were back — and so was the high 
difficulty level, In fact, there were a couple of sections of the game 
that were nearly impossible. Bugs crept in too, which left the player in 
situations where Willy would fall to his death repeatedly, (although ZX 
Spectrum users would argue that this was a feature, not a bug). The 
music was an improvement over the prequel— Beethoven's colloquially 
named Moonlight Sonata on the title screen, and a jolly piece by Bach 
in-game provided by George Neophytou. Whilst exploring the house 
with its many bizarre rooms was fun, it's a game that — on the Cé4 at 
least — is more fondly remembered than revisited. 


There was a later sequel, Jet Set Willy 2 - The Final Frontier, which added 
many locations to the house. Going up to the roof led to a spaceship, 
and from there the player could beam down to another planet to 
continue collecting items. Disks containing early code and graphics for 
the never-released official sequel Megatree were obtained by Retro 
Gamer in 2004 from graphic artist Stuart Fotheringham, who auctioned 
them on eBay for charity. In 2006 the fantastic Jet Set Willy Online, 
based on the C64 version of the game, was created by a group of 
enthusiastic developers, providing a wide variety of solo and team 
games set in a hugely expanded mansion. 


This follow-up to Manic Miner saw Willy, who had swapped his miner's 
helmet for a top hat, enjoying his new-found riches and throwing a 
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“Sold in vast numbers following its runaway success on the Spec- 
trum... there's a bug in the wine cellar.” - ZZAP 64, May 1985 


TO THe KITCHENS MAIN STA TRUAY: 


ITEMS COLLECTED: ¢& TIME: O7:21:03 
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wild party in his brand new mansion. However, after the party, his housekeeper Maria took one look at the mess, and refused 
to let him go to bed unfil all the empty bottles and glasses (shown on screen as flashing coloured objects) were cleaned 
up. So if was up to Willy to explore the mansion's many rooms filled with hazards and moving enemies to tidy up. Falling a 
long way would kill Willy, as would hitting spikes and other sharp objects. Every screen had a name, with some of the more 
notorious including Nomen Ludi and We Must Perform a Quirkafleeg. Ladders and stairs linked the floors together, and Willy 
could also climb up swinging ropes. Additional pressure came from the game clock ticking away on screen — Willy had to 


complete his incredibly difficult task before midnight in game time... 


Park Patrol TAPEM) DISK) CARTS 


Activision 
Tony Ngo 
Please Use The Litter Bins Provided... 


Aseries of appealing sound effects and amusingly animated enemies 
helped this environmentally themed game draw the player back in 
for another go. The game was packed full of jingles by Russell Lieblich, 
and had an array of appropriately (and inappropriately) funny sound 
effects, with the cries of the drowning swimmers being a particularly 
good example. The parallax scrolling in the background enhanced 
the. appearance of the game, complementing the impressively 
animated enemies. The game also had an adjustable difficulty level 
and other settings (shown in the lower screen shot) which — unusually 
— could be saved to tape or disk and reloaded at a later date. 


Tony Ngo's career in the videogame industry was short but interesting, 
resulting in only a few games. Bandits was a straightforward shoot ‘em 
up, with the player protecting their store of fruit from the descending 
aliens. Squish ‘Em was more unusual, with the player climbing up a 
network of pipes, avoiding the enemies or squashing them by lifting 
their feet. 


In this game, the player took on the role of a park ranger whose job 
was to keep things in order in the park. The main task was picking up 


all the litter, such as empty drinks cans, bottles and paper that had Cem ((Rancee to ore) 
been discarded in the park. Also the player had to keep an eye out ‘a - 
for swimmers drowning in the lake and roving ants stealing food from _—— ' 

the ranger’s hut. This food was necessary for topping up the ranger's \@ USE JOVSTICK1 AND BUTTON TO MODIFY 


energy, which constantly dropped as. he (or she) worked. To get 

around the park, the player could travel the lake in a rubber dinghy, jumping out onto land where necessary. When travelling 
by dinghy, the player was attacked by snapping turtles (which fell into the lake and got more vicious when they jumped 
out again) and water snakes (which tried to burst the dinghy, and could be scared away by dropping snake repellent — at 
a cost of energy). Also getting in the way were floating logs, but a skilful ranger could jump onto them and perform a “log 
roll” for a bonus. To aid the player (if not the “War on Drugs”) there was a strange plant that periodically bloomed near the 
ranger's hut, that granted a short-lived period of immunity. Collecting all the litter completed the level, awarding a bonus for 
the energy and time remaining. Then it was onto the next level with more enemies and more litter to collect. 


Pastfinder, TAPE\®! DISKS"! CARTS 
Activision our 

Tim Wilson I; 
Digging Up The 


Past... 

This was a fascinating and original game, originally designed forthe Atari 
by Activision's David Lubar. At first glance it seemed fo be a straight- 
forward vertically scrolling shoot ‘em up — but the hardware that could 
be installed in the player's Leeper craft created an additional layer of 
tactical play. The background graphics were simplistic yet effective, 
and each style of landscape used a clever random level generation 
system (echoed years later by Andrew Braybrook's Alleykat). i 


This game was originally reviewed in the first ever issue of ZZAP 64, naprarigtor - 


although (surprisingly) it gained a Silver Medal and a higher rating of Copyright i984 
93% for its budget re-release in 1989. wepsy tk 

The setting for this game was the year 8878, and the player had to Grefe 
pilot a Leeper spacecraft, exploring an alien planet for artefacts. The 
Leeper could defend itself with its laser, or jump into the air to clear 
obstacles and escape enemies. These came in two forms — the static 
aliens covered much of the planet, and the flying drones appeared 
regularly from the top of the screen, homing in on the player. There 
were two phases to the game — the map screen that showed where 
the radiation was highest (red for danger, yellow for medium, green 
for safe) and where the depots were located. In the second phase, P 
players had to deliver artefacts to the depots, which earned the a 
player a temporary bonus (either invulnerability to aliens, or immunity © a 
to radiation) and an increase in rank. Exposure to too much radiation, or Soon with the ‘background | ora y would 
kill the player, destroying half the artefacts being carried, along with any active equipment, although shooting the crystals 
found on most levels reduced the player's radiation level temporarily. To help the player there were four types of hardware 
that could be enabled (or disabled) before starting a level — the Scrambler stopped flying enemies homing in; the Beam 
Shield protected against enemy fire; Heavy Metal slowed down the absorption of radiation; the Deradiator cleared the 
player's radiation level completely. Unfortunately, all the extra equipment was in limited supply, but more could be obtained 
by collecting icons. At the start of the game there was only a limited area of the map visible, but reaching the edge revealed 
more. fs the Raver explored, the scrolling levels become longer with more hazcrds like moving wallis and. cAsORnmic doors 
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Epyx ree ae ~ 5 | 
Stephen Landrum | _ 7, =n : 

& Dennis Caswell Ds p/5 15/5 
I'll get you, Penelope! 

The arcade game Pole Position spawned many imitators, but few 
were as memorable as Pitstop li. Played head to head, this was a [RAMs MLTR go aoe Ree a 
fantastic game with intense racing action. Graphically the 3D effect 
was good although trackside objects were sadly lacking, and there 
was the occasional glitch in the display. Impressive attention to detail 
was exemplified by the pitstop screen, with the large sprites of the pit 
crew going about their work. To improve the graphical quality, the 
cars themselves were made of more than one sprite, and looked very eri 
good compared to other contemporary racing games. =r 


; : SPEED 223 TIME 62:19 FUEL 4mm 
Pitstop II was followed up by Super Cycle, a gamein which the player “fy makes Pole Position look like a Sunday afternoon trip in a 
controlled a motorbike instead of acar. Ratherthan being confinedto Morris Minor.” - ZZAP 64, June 1985 
aracetrack, the player raced along roads across a varied landscape 
with the background changing for each level. Stephen Landrum also = —_S 
worked on Epyx's Games series, each based on a themed collection 2a 


of sporting events, before leaving to join Electronic Arts. 


The original Pitstop game addeda tactical element toracing, allowing 
the player to choose when to stop for extra fuel and tyres. This sequel 
added a split-screen two player mode, allowing for ferocious head 
to head battles. The player could choose the number of laps to race 
on a single circuit, or could opt for the Grand Prix mode and race all 
the different circuits available (based on real tracks such as Monaco 
and Silverstone). 


As the race went on, a band of colour on the tyres indicated the level of wear and tear, with white showing it was close 
to bursting. If the player needed a sudden speed boost, pressing fire would activate the turbocharger, providing the extra 
speed but depleting the fuel tank faster. Fortunately, the player could pull off the main straight into the pits. Here a wheel 
icon was used to change control between the pump man (for adding fuel) and the tyre changer (who had to walk over 
to the stack of tyres to get a new one}. Putting the wheel icon back onto the driver sent the car back out onto the track 
(although hopefully fully refuelled and with brand new tyres). 
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Will Wright 


Bombs Away! 


Raid On Bungeling Bay was a game that contained tactical depths 
that were not apparent at first glance. While the blasting action 
appeared quite straightforward, the need to protect the carrier as well 
as go on the offensive was impressively thought out. Such dilemmas 
were a common characteristic of Will Wright's games. Graphics were 
reasonable with some basic animation and aslick title sequence, and 
the sound effects were of a similarly perfunctory nature. The conirol 
method was easy to learn - a good thing because in the later stages 
the action got quite intense. However, it was also somewhat repetitive 
and consequently lacked long term appeal. 


During the development of this game, Will Wright enjoyed creating 
the maps and flying around them so much that it inspired his next big 
game - the hugely influential best-seller Sim City that went on to spawn 
a whole series of Sim games. There was even an add-on game for the 
PC version of Sim City 2000, Sim Copter, that allowed the player to fly a 
helicopter around cities they had built, earning money by completing 
tasks like performing a rescue or stopping a speeding car. 


The aim of the game was to destroy the huge factories of the 
Bungeling Empire (see Choplifter) that were constantly churning out 
machines to fight the war against the humans. The game was viewed 
from a top down perspective, with a small radar showing the location 
of important objects, The player launched their helicopter from an 
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“Requires more attention to strategy than the usual shoot ‘em 
up” - Commodore User, January 1985 


aircraft carrier and headed off to the islands in the bay containing the factories. The enemy anti-aircraft guns and other 
vehicles could be destroyed with missiles, but the huge factories could only be destroyed by bombs. The helicopter took 
damage from enemy fire, but could be repaired and re-armed by landing back on the carrier. (An arrow constantly pointed 
out which way to fly to return). If the helicopter received too much damage it would fly out of control and crash, so keeping 
an eye on the damage level was important. As the game progressed, bombers would attempt to sink the aircraft carrier, 
requiring the player to keep an eye on it. Meanwhile the enemy was also building a huge battleship to attack the carrier with, 
and that had to be kept at bay by bombing it to slow the construction. At the end of the game, a newspaper headline would 


inform the player how well he had done. 
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Five Minutes... 


Although it was fun, Raid Over Moscow was not as gripping as its 
spiritual prequel, Beach Head, as the difficulty between levels varied 
wildly (although this could have been mitigated with the option to 
practice later levels). The graphics were a mixture of good and bad, 
in a similar style to Beach Head, and sound was very limited, Controls 

were reasonable for the most part, with the exception of the tricky 

hangar launch and the very tough reactor battle. Unfortunately, the 
repetition of certain sequences did not help the playability either. This STATUS: LOADING 

was not one of the best titles from Access, and their subsequent LAEEREELE**K SCORE: 78900 
releases of Beach Head Il and various sports games were superior. “Raid Over Moscow scores highly on graphics and playability” 
This game proved highly controversial, prompting a change in name - Commodore User, December 1984 

to just Raid in mainiand Europe. It even caused questions to be raised 
in Finland's parliament as to whether it was acceptable to sell the 
game there. The premise of fighting nuclear missiles from space could 
have stepped straight from the pages of Ronald Reagan's Strategic 
Defence Initiative (SDI), colloquially known as Star Wars... 


Raid Over Moscow was — like Beach Head before it-a multi-part game 
with different styles of play in each section. The scenario involved the 
Soviet Union launching a nuclear raid on the US, with the only way 
to stop the missiles being to knock out the command bunkers before 
going on to attack Moscow itself. The first step was to. launch the 


DETECTED 


* 
Ta 
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ALRCRAF T. as + & SCORE: 99900 


attack planes from their orbital satellite base (which in itself proved a difficult challenge in the zero-gravity conditions). The 
next stage saw the planes flying horizontally towards the bunker, under attack from enemy planes, tanks, helicopters and 
gun emplacements. Then the single screen bunker battle began, with the plane adjusting its height to destroy the rapid firing 
emplacements. Destroying the three missile bases meant the player could fly to Moscow (in another horizontally scrolling 
level), where the action then switched to a trench outside the Kremlin. The aim was to shoot the towers, tanks and soldiers 
before blowing open the door to the reactor, with the player all the while under heavy attack. Finally, the player was faced 
with an atomic robot defending a nuclear reactor, which had to be disabled (Tron-style) by throwing discs at it. 
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Do You Accept Intergalactic Express? 


Space Taxi was an excellent puzzle game, where making a gentle 
landing and working out an optimal route around the cleverly designed 
screens were important skills. Each level had a specific theme and 
the graphics were well designed to fit the theme. The game featured 
speech, which was used well — the passengers’ voice samples were 
played at different speeds to give the impression of different voices. 
Otherwise there were some sparse sound effects that did the job. The 
game was easy to pick up, with good controls and effective collision 
detection. There were five different game types. Beginners started on 
the Morning Shift at screen one, intermediate players took the Day 
Shift starting at level nine and experts worked the Night Shift from level 
seventeen. In addition, there was the standard 24-hour shift (playing 
all the screens in order) or the random order shift modes available. 


A very similar game appeared many years later, in the form of UGH! 
This time it was a prehistoric cab that flew around the screen, powered 
by pedalling. Added difficulty in that game came in the form of 
water; some levels featured underwater platforms and moving tides. 
UGH! was released on the C64, Amiga and DOS platforms. There was 
also a reasonably authentic Amiga conversion of Space Taxi, and 
an authorized shareware PC sequel developed with the help of the 
original author. 


In this game, the player took the role of an intergalactic cab driver, looking for fares on a series of static screens. A passenger 
would appear on a landing pad, and the player had to fly over in his rocket-powered cab to pick him up. The passenger 
would then request a destination pad and the player had to get there without crashing into the scenery or landing too hard. 
Indicators in the control panel helped the player gauge their speed. The last passenger on each level would demand to be 
flown out of the level, and the taxi would then warp to the next. The quicker the fare was picked up, the more bonus points 
the player got. Fuel was also another critical factor, with later screens featuring a separate refuelling platform. Switches 
opened barriers and moving objects such as tennis balls hindered the player, while radar dishes interfered with the controls. 
To make the game a little simpler for novices, a secret menu. hidden in the game let the player disable collisions. Space Taxi 
was a classic game for the C64, and mint condition copies regularly go for high prices on eBay and other auction sites. 


A 
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Espionage With A Smile... 3/5” ries) OSel 


There is no doubt that this game was best played against another a 
human, but fighting the computer was a tough challenge over several 
levels of difficulty and an increasing number of rooms. Graphics were 
well animated, ranging from the various deaths to the victorious spy 


flying away. The split-screen effect was very. clever for the time, with |} ge =< O58 52-45 
nice touches such as the way screens faded in and out. Sound was —-_ : oEeia 


effective, with a fairly decent main tune by Nick Scarim. For the most 
part the control method was easy and intuitive, with the only quirk 
being the way objects were hidden with a single press of the fire 
button. 


Inspired by the classic MAD Magazine comic strip, First Star went on 
to develop two sequels - Island Capers and Arctic Antics. For the 
first sequel, the plane from the end of the first game crash-landed 
on a desert island, with the spies parachuting out to find the pieces 
of a top-secret missile. Escaping the island in a submarine, the spies 
headed to the Arctic for the third game, throwing snowballs and 
cutting through the ice. The game ended with the victorious spy 
blasting off into space in a rocket, The premise for the unfinished Spy 
vs. Spy. 4 was a fight on a space station, complete with aliens. The 
series was revived with a poorly received 3D multiplayer version in 
2005 for PlayStation 2 and Xbox. 


The aim of the game was to get the briefcase full of evidence out 
of the embassy before the other spy could do the same. To help the 
player stop their opponent, they were armed with a sword to beat them up with and traps to set in the furniture (accessed 
from the on screen Trapulator, which also included a handy map). The traps included a spring, a water bucket, a gun with 
a tripwire, and the perilous time bomb. With careful searching the player could find a remedy to each trap (except the time 
bomb, although a hint was given to its presence in a room!) — like an umbrella to stop them from being soaked by the water 
trap. A dead spy would float up to heaven and be out of the game for a few moments, allowing their opponent to pick up 
any objects they were carrying. Once a spy had the briefcase and all the evidence, they had to find the airport door to 
escape by plane. 


“Spy vs. Spy is a hit” - Commodore User, December 
1984 
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This Spells Trouble For Sir oS 


Arthur... 
There was a loi to discover in this game — eighteen pieces of pentacle 
spread through many rooms of the castle — and some interesting “¥-E-3-1-5-1- 


puzzles to be solved. The only downside was carrying the pieces one 
at a time to the obelisk in the basement, since there was a tricky 
series of platforms to negotiate en route. The isometric backgrounds 
featured a lot of detail, as well as some smooth scrolling in the bigger 
sections. There were some impressively animated sprites, although Sir 
Arthur himself was very blocky (due to being in multicolour and the 
sprites being expanded to make them larger). After the great title Py a 
tune (based on the theme to the film Creepshow), sound effects were "You woat w want to pa dow joystick = you've got i 
merely adequate with the footsteps of Sir Arthur echoing down the the obelisk” - Commodore User, March 1985 
corridors. E 


This was the first Ultimate game developed exclusively for the Cé4. 
(Sabre Wulf, Underwurlde and Nightshade were converted by 
Firebird). It may not have been as groundbreaking as Knight Lore on 
the ZX Spectrum, but it did become a best seller, appearing on the 
They Sold A Million compilation. As was typical with major Ultimate 
releases, there was a competition to see who could solve the game 
first. Two schoolboys, Lee Goldstone and Matthew Porter from Kent, 
won a trophy for being the first to achieve this goal. 


Famed adventurer Sir Arthur Pendragon was trying to piece together 
a magic pentacile to open a mysterious obelisk, hidden in the basement of a castle. The obelisk contained the titular staff, 
and Arthur's task was to destroy it before it reached its full power. Working against a time limit of just six in-game hours, Arthur 
had to use the eight magic spells at his disposal - with no clues as to what they actually did, For example, one spell was 
needed to make a carpet levitate, allowing Arthur to reach the pentacle piece hidden on top of a four-poster bed. Enemies 
ranged from bats to skeletons to large trolls that roamed the dungeon, reducing Arthur's energy on contact. Doors and 
stairways lead from room to room, with each one being named to help the player make a map of the castle. 
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Quicksilva 
New Generation Software (James Day) 


My Old Man’s A Dustman... 


Originally a hit on the ZX Spectrum, Malcolm Evans’ Trashman 
translated well to the Cé4. Although their ZX Spectrum origins were 
obvious, the graphics did a fine job of portraying the suburban streets. 
Sound was limited to. the title tune and some simple spot effects. There 
was a sense of humour throughout the game, particularly in the bizarre 
conversations with householders. “Give me a ZX81 and I'll take over 
the world” is one example (taken directly from the original version, 
and not updated for the conversion). With its unusual combination 
of dodging the traffic like Frogger and collecting the bins, this was an 
involving and entertaining game. 


Planned as a trilogy of games, the sequel, Travel With Trashman, only 
got released on the ZX Spectrum and the third game was never 
finished, ZZAP 64 did not review Trashman initially, but it eventually 
made an appearance on the cover tape of the May 1992 issue 
(number 84). New Generation also released the quirky Cliff Hanger, 
a Wild West arcade/puzzle game inspired by Wile E. Coyote, in which 
the player had to stop a bandit with a variety of wacky devices 
including weights, cannons and a boomerang. 


Trashman was a quintessentially British game, but the name was 
changed to improve its chances in the United States and other 
countries. The player filled the role of a refuse collection operative 
whose task was to work his way up the street collecting the rubbish bin 
left out by the side of each house. Each day the player had to pick up 
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“One of the best games of 1984... an unusual game” 
- Commodore User, January 1985 


an increasing number of bins (starting on the first day with five) whilst avoiding the traffic, cyclists and other hazards. Apart 
from causing a loss of valuable time, stepping on the lawns could lead to a dog attack and the resulting limp would slow the 
player down further until it wore off. Having emptied the bin and returned it to its proper place, the householder would then 
speak to the player — who could pop in to the house to see the humorous reply, and receive a time boost. However, if the 
player stepped on the grass on the way over to collect his bonus, he would get the door slammed in his face! 


Later in the game pubs would show up, tempting Trashman in for a tipple, with predictably hilarious results. 


Uitimall=he First Of Darkness TAPES DISKWZ! CARTE 
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Richard Garriott 

Thou Impudent Snot! 


Originally released on the Apple, this role-playing game appeared 
badly dated in comparison to the later titles in the long-running series. 
The graphics were quite simplistic, varying from the overhead view 
of the landscape and towns with small stick figures, to the stark white 
lines of the 3D dungeon display, and there was little or no sound for 
most of the game. There were also a lot of controls to remember as 
many of the actions required separate key presses. Like most RPGs, 
it took a determined player a long time to build up a character and 
reach the later stages of the game. 


Richard Garriott, the son of a Skylab astronaut, earned the nickname 
Lord British for his distinctive accent. Unsurprisingly, he liked the 
nickname, and the character of Lord British actually appeared in 
the Ultima games. Later games in the series followed the tradition of 
Infocom's “feelies", adding cloth maps of Britannia to the package, 
and even a "moonstone" with Ultima VI (the last of the series to make 
it to the C64). The game is listed here under its copyright date, which 
is for the original Apple version programmed in BASIC. Origin actually 
published the C64 version, entirely rewritten in machine code, in 
1986. 


The player starfed a new game by creating a character, splitting 
points between five attributes (strength, agility, stamina, charisma 
and wisdom). Following this, a race and character class was chosen, giving bonuses to certain attributes. Once the character 
was created, the player's avatar stepped out into the land of Sosaria, which was displayed as an overhead view with towns, 
dungeons and other landmarks marked on it. Roaming the countryside were random monsters that could be beaten to earn 
more gold or items, and entering a town let the player buy equipment, visit a tavern to catch up on gossip or get into a fight 
with the guards. Descending into a dungeon switched to a 3D view, filled with enemies to attack the player. Ladders led up 
or down to levels containing yet more rooms to explore. Later in the game various modes of transport become available, 
including a ship with cannons. The ultimate aim was to defeat the evil wizard Mondain, and the route to get there was long 
and difficult, involving an interesting story twist (that we will not spoil by revealing here). 


isés5 
ommodore launched the C64's “big brother” - the Commodore 128, 
with an 80-column screen and sleeker keyboard design that was meant 
to appeal to business users. The new machine came with three modes of 
operation. One of these modes, aC64-compatible mode, ranthe vast majority 
of existing C64 games and software, but another, the dedicated 128 mode 
(with a new form of Basic), failed to gain the huge range of exclusive titles 
Commodore was hoping for. The third mode — CP/M for business software 
—ran ona separate Z80 processor. This was the year that the UK gained 
an important games magazine — ZZAP 64, from Newsfield, the company 
behind the ZX Spectrum mag CRASH. It would soon build into a trusted 
source of opinion on the best (and worst) games, but for how long? Times 

were changing, and technology was too. 


RY the end of the year, 16-bit was the new buzzword, with Atari, under 
the leadership of Jack Tramiel, launching the first model of the 16-bit 
Atari ST. It was up to Commodore to respond, and respond they did, stunning 
the industry with their high-end Amiga 1000. Commodore caused some 
consternation by refusing to supply development materials and manuals to 
companies that only produced games in an attempt to differentiate their 
computer from a mere games machine...ironic, given that the Amiga had 
begun its development as a games console with funding from Atari with the 
legendary Jay Miner at the helm. 


Action Biker, 


Mastertronic 
Severn Software (Adrian Sheppard) 


Motorbike Madness... 


For a budget price this was a good game, unlike the truly awful 
ZX Spectrum version, taking nearly an hour to play right through. 
There were some exasperating moments, like falling off the girders 
in the building site, which actually “built” new sections as the game 
progressed. Control was straightforward, as long as the player 
remembered that the faster the bike went the larger the turning 
circle. The isometric view of the town was effective, and an excellent 
Rob Hubbard soundirack really helped the game along. Long term, it 
did become repetitive once the player had reached the later stages 
of the game, but it was fun while it lasted. 

With a growing reputation for their cheap and cheerful budget 
games, Mastertronic obtained the license to use the Clumsy Colin 
character, famous for advertising KP Skips, a type of British potato 
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“Reach for your hard-earned cash with confidence... 


of fun.” 


— Commodore User, August 1985 


crisp (chip to US readers). Programmer Jon Wells released a slightly 
revamped version of the game, called Action Biker '99, with a 
dashboard-style panel at the bottom of the screen and a few other 
minor enhancements. 


The aim of this game was to ride around the town customising Colin's 
bike to get it ready for a drag race. The player had to ride around 
a building site, park and roller coaster, across a map that wrapped 
around at the edges. Time and fuel were limited, and the player had 
to return to the garage to pick up more fuel. The player started with 
five lives, but crashing into walls, trees and other obstacles would cost 
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the player one of these. The extra bike components appeared on screen as a flashing block until the player picked them up. 
When Colin ran over it, a text message would describe the piece of kit collected, and.a bonus based on the time remaining 
was added to the player's score. Items such as the gearbox, which allowed the player to use low gear to accelerate, 
improved the performance of the bike. One of the more unusual pieces of kit was a set of water-skis, allowing the player to 
ride across the ponds to find more kit items. There were more than forty different objects to collect before the player's bike 
was ready for the final speed trial. 


ihe Bard:suale TAPEW] DISK) CARTE 
Electronic Arts / Ario- 
lasoft 


Interplay (Michael Cran- 
ford, David Lowery, Law- 
rence Holland, Brian Fargo, Rebecca Heineman) 


Sit By The Fire While | Tell You A Tale... 


This game set a new standard for role-playing games on the Cé4, with to <P) ight 
its 3D graphics and animated portraits of the monsters encountered by Magicians or Roun? 

the player's party of heroes. Sound was used sparingly, but included Chorocter Mone AC Hits Cond SpPt 
some pleasant tunes to represent the bard's playing. Graphics were THE FIST 
very good, with an impressive introductory sequence of the bard 
playing in a tavern. 

Launched in the USA first, it would be more than a year before the 
game was widely available in the UK — with early versions lacking a 
useful map of Skara Brae, the city in which the game was set. The 
original name of the series was Tales of the Unknown, with the subtitle 
The Bard's Tale. Later games appeared under the Bard's Tale name 
with subtitles such as The Destiny Knight and Thief of Fate. 


The story centred on a party of adventurers, exploring the city of 
Skara Brae. The player had to control the party through the streets 
of the city, portrayed in a 3D view at the top corner of the screen, 
with the statistics of the adventurers shown below. Buildings could be 
entered, which often led to encounters with “monsters”, the generic 
term for any creature or human that would put up a fight. The players 
could run.away from any potential conflict, but only at the risk of 
being injured. Once battle was joined, options were available for each character in the party. Fighters would attack with 
weapons, the bard could sing a magic song and the spelicasters would use their spells to turn the tide of battle. Spells 
were cast by typing in a four-letter code from the manual, and each had a specific cost in spell points. Each victory would 
bring experience points and extra gold, with special objects obtained from defeating the toughest monsters. Exploring the 
dungeons and larger buildings of Skara Brae would require the player to draw a map fo indicate traps, stairs between levels 
and where important items could be picked up. Visiting the Review Board would determine if a character had earned 
enough experience to increase their level, bringing vital increases in hit points and spell points (for the magic users, with more 
powerful spells to be learnt at higher levels). The final aim was to infilirate the evil wizard Mangar's tower and defeat him. 
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“The Bard's Tale is definitely a game for those long winter eve- 
nings ahead.” - Commodore User, December 1986 
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Activision MEGAGAME 


Sportsware Productions (Troy 
Lyndon) 


| Coulda Been A Contender... 


This was one of the better boxing simulations to appear on the Cé4, 
since it was a difficult sport to simulate in only two dimensions. The 
series of option screens made it easy to design a boxer, give him a 
name, and train him for a fight. Presentation was suitably functional, 
with clear text, good animation and neat touches such as the bell 
ringing to start and end a round, as well as music by John Fitzpatrick. 
Controls were intuitive without being complex, allowing the player to 
either guard themselves or go on the offensive. 


Developed and released first in America, this game was known as Star : : 

Rank Boxing in the US markef. With Irishman Barry McGuigan gaining a scope for many 

world title, it was launched in Europe with his endorsement. The sequel, enjoyable boxing.” — ZZAP 64, October 1985 

Star Rank Boxing 2, was released in 1987 but failed fo make much = 

improvement. (The main one being a choice of weight divisions, but MeGUIGAN p. attarters 

the disk-based multiload let it down). : St RNOREM 7 ISNER 
a 


———— 4 


array of options that give plenty of 


Starting as a lowly challenger, the player's task was to train their 
boxer by selecting different training disciplines and devoting time to 
them proportionally. Once the boxer was trained, they then had to 
fight their way to the top of the boxing hierarchy. The actual fights 
were very tactical, with the energy rating being the most important 
consideration. Throwing a lot of punches or getting hit wore the boxer 
out. Between rounds the points score and statistics on how the fighters 
were doing were displayed. Stamina was also important, since the 
more a boxer had, the more energy was available for the next round. If the boxer landed a good punch, the opponent 
would fall to the canvas for the count, with the crowd cheering and flashbulbs popping. Then it was time to get in training 
for the next fight! With twenty. different opponents to beat, there was a long-term challenge in rising up the ranks (although 
a shortcut to the top ten was available by choosing to be a contender rather than a new pro). Unlike many contemporary 
boxing games, this game was not just a matter of hit and hope. The player had to use strategy and work out how to beat 
the opponent, guarding against a sucker punch and saving some effort for one last attack. And if the player got tired of the 
computer opponents, a second human player could step into the ring. 
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Batalyx TAPEW DISK) CART! 
Ariolaso 
Llamasoft (Jeff Minter, Mo Warden) ___ 


Set Stroboscopes On Stun! ~ 


Continuing the story of the battle against the Zyzyxian Empire, Batalyx 
was actually six mini-games in one package. This game was a tough 
challenge, requiring patience and skill to earn the completion icon 
for each of the mini-games. Graphics continued the Minter tradition 
of bright colours and weird enemies, while sound effects were strong 
and convincing. Another interesting aspect was the variable difficulty 
level chosen at the start; this gave a set amount of time to complete ; 
the game allowing a quick biast or a longer session. While it may not BONUS EGUSE 8g 
appeal to everyone, it was a good introduction to the Llamasoft RES E 
7 - Pare bit of a f ith ZZAP 64 i bout Ersettnelllbeiai tn 
e inter got into a bit of a fracas wi magazine about ® . — 
his previous game Mama Llama and its unusual inertial controls. The If you've got nothing else of Jeff Minter's, make sure you get 
magazine's low rating got a caustic riposte of “reviews for twelve ‘his. It’s brilliant.” - Commodore User, November 1985 
year olds, written by twelve years olds” from Minter in Llamasoft's ALY aie in > ma 
Nature of the Beast newsletter sent out to fans, and resulted in the 
cancellation of his regular column in ZZAP 64, With Batalyx earning a 
Sizzler and the feud forgotten, he returned to the pages of ZZAP 64 
with a diary chronicling the creation of his next game, the split-screen 
shoot ‘em up Iridis Alpha. Running through his games was an ongoing 
storyline about the evil Zyzyxian Empire, which he chronicled in the 
newsletter. 


Thesixsub-games each had a unique control method, and completing 
levels or sections of each game gained part of the five completion icons. Hallucino-bomblets had a probe that moved by 
firing in the opposite direction, and increasingly strange enemies for the player to hit. Attack of the Mutant Camels 2 set the 
player against the giant camels again, while Activation of Iridis Base was like a game of Simon, following a sequence of lights 
to activate the pyramid. Cippy on the Run saw the goat-like creature from Ancipital running on the floor and the ceiling of 
a corridor trying to change the colour of the panels. Synchro Il was probably the trickiest of the lot, trying to trap enemies 
by rotating the coloured floor tiles to stop them moving. The last sub-game wasn't really a game at all— Psychedelia 2, one 
of Minter’s trademark light synthesiser programs. By changing colours and symmetry the player could create some fabulous 
patterns — a great way to relax between biasting creatures. 
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US Gold 


Access (Bruce & Roger 
Carver) 

“Medic! I’m Hit!” 
Split into four multiload sections, one of the unique features of this game 
was the ability to play as the bad guy in two-player mode. There was 
a lot of fun to be had, whether playing against the computer (with 
three difficulty levels) or against another human. Excellent animation 
was complemented by some amazing speech —- the soldiers called 
for a medic, screamed in pain, or taunted their opponent in the knife 
fight. The option to practice each level was also useful, letting the 
player try out tactics before going for a high score. 


Access was a successful C64 publishing powerhouse, with a string of 
hits, published in Europe by US Gold. Beach Head Il was subtitled The 
Dictator Strikes Back, and was the direct sequel to the original Beach 
Head. Both games sold well, along with the controversial Raid Over 
Moscow. All three games were re-issued in 1991 by Kixx (the budget 
wing of US Gold) in their Multimixx series of budget compilations. 


The game opened with the allied forces parachuting in from a 
helicopter, under heavy machine gun fire from the turret at the 
bottom of the screen. Once down, they could jump over the wall to 
catch the enemy by surprise, and then throw a grenade to destroy 
the emplacement. The tables were turned in scene two, with the allies 
controlling the gun to help prisoners escape from the camp. Now 
the enemy had a tank, a half-track with a machine gun, a soldier 


TAPE DISK CARTS 


«... this sequel will not disappoint... more playable than Raid 
Over Moscow” - Commodore User, July 1985 


dropping stones and another laying mines at his disposal. The gun could be used to aoe} each of cone — {including the 
stones and mines), but care had to be taken not to hit the prisoner. Scene three had the allies escaping by helicopter through 
a devious assault course full of obstacles and hazards, hindered by shelling from enemy tanks. Gates opened and closed, 
bunkers opened fire on the chopper and fhere were even pop-up targets to hit for bonus points. Finally it was a battle to the 
death in a mountain cave between J. P. Stryker (the allied commander) and The Dictator (also known as The Dragon), with 
the two combatants hurling knives at each other across an expanse of water. The characters could jump or duck to get out 
of the way, but curving throws would catch out an unwary player. When enough hits had been taken, the losing character 


collapsed into the water. 
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Goathi 
Paul Norman 


The Slings And 
Arrows Of Outrageous Fortune... 


Paul Norman producedsome excellent games for American company 
Cosmi, often going about things in his own unique style. The selling 
point for this game was the “four dimensional” play. The player's 
character (and enemies) could run into and out of the background, 
changing in size as they did so. The 4D part was the passage of time - 
as the game was played the sky grew darker and the forest became 
a shadowy place. Difficulty was high and the control method was 
certainly tricky enough (changing the height of the player's shot was 
not easy in the heat of battle). The gruesome death animations of the 
archer were a lot of fun, and the 4D forest was effectively portrayed, 
if a little blocky due to the use of expanded sprites. 


This was the follow-up to Paul Norman's earlier game Forbidden 
Forest, which featured an archer fighting off waves of enemies with 
just a bow and arrow. Among his other successes were the two Super 
Huey games, the multi-stage Aztec Challenge and the spy thriller The 
President Is Missing. Controversially, there was also The Chernobyl 
Syndrome, a simulation of the infamous nuclear reactor accident. 


There were two separate loads after the introductory sequence. The 
first was the forest itself. where the player, armed with just a bow and 
arrow, had to earn golden arrows by defeating enemies including the 
scorpion, dragonfly, and giant worms that appeared from beneath 
the ground. Holding fire altered the height the arrow was fired at, and tapping fire drew the bow back, releasing an arrow 
in the direction the player was facing. It was vital to line up with the weak spot of the enemy to kill it - for example, the 
dragonfly's proboscis. A golden arrow was earned for killing each creature, but missing the target would prove fatal, and the 
player would then be resurrected to carry on the fight — buf not without a price. The cost of resurrection was half the number 
of golden arrows the player had won up to that point. Collecting enough golden arrows permitted access into the next load, 
the dark and spooky caves, There the player had to fight bats, find the exit and avoid the fiery breath of the many-headed 
Hydra. Finally there was the evil Demogorgon to defeat. 


“Gruesome and gripping... a worthy follow-up to a classic 
game” — ZZAP 64, October 1986 


Bou nder TAPE) DISK) CARTE 


Gremlin Graphics 
Chris Shrigley, Andrew 
Green 


Bouncy Balls... 


Bounder, a very unusual game from Gremlin, was a vertically scrolling 
test of reflexes. The parallax scrolling effect was excellent, although its 
speed was quite slow. Graphics were detailed and impressive, from 
the large birds to the bouncing tennis ball and the bubbling mud in 
the background. A suitably bouncy title tune gave way to a similarly 
bouncy in-game tune accompanied by some good spot effects — 
particularly the sound of the ball bursting. This game was tough and at 
times frustrating, but the addictive qualities shone through. 

The cassette release of Bounder came with a free bonus game called 
Metabolis on the B-side, but they probably would have been better 
off if they'd paid a little more attention to fixing the bugs in the main 
game instead. Gremlin later released an improved version (removing 
graphical glitches and other bugs), called Bounder On The Rebound. 
However, the true sequel, Rebounder, was a much tougher game with 
a mixture of vertical and horizontal levels. The aim of the sequel was to 
navigate through junctions where the scrolling switched (avoiding the 
dead ends designed to trap an unwary player), and collect bombs to 
destroy the final large boss. 


In Bounder, the player controlled a tennis ball that bounced on 
floating platforms high in the sky. If the player missed a platform, the 
ball would plunge down to earth and a life would be lost. Falling into 
water or hitting sections of rocky wall also proved fatal. However, to 
balance this there were helpful tiles spread around the levels, such as the arrow (which gaye a much bigger bounce) and the 
teleport, which was often necessary to get past difficult sections of terrain, The tricky question mark tiles had arandom effect 
- earning bonus points, awarding extra lives and jumps, or killing the player in some humorous fashion (e.g. a set of false teeth 
eating the ball). Other features, such as springs and fans, sent the ball flying across the screen in a specific direction. There 
were also ball-hating enemies patrolling the platforms, including twirling sticks, flying darts, torpedoes and kamikaze birds. 
Other bonus objects included the “copyright can" (for extra points) and the basketball net (for extra jumps). At the end of 
each level there was a bonus screen in which the player had a limited number of jumps to collect all the question marks. 
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“Infuriatingly addictive... graphics are neat and colourful” 
- Commodore User, March 198 
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Palace Soft- Jour. y. 
ware <1 i mn 
Richard Leinfell- — =< 


ner, Steve Brown, Stan Schembri 
Halloween Fun And Frolics! 


Cauldron was a frustratingly difficult but very well presented game. The 
7, atmosphere was expertly maintained throughout — from the poeiry in 
the game manual to the spooky music by Keith Miller. The sprites of the 
witch and her enemies were well animated and the scrolling was also 
extremely smooth (unlike the ZX Spectrum conversion). Flying around 
on the broomstick was highly entertaining, despite the overwhelming 


number of enemies that flocked in to attack. However, it was on land 
expert timing on the jumps. “It’s impossible to fault Cauldron. They've got everything right.” 
Palace Software was an offshoot of a film and video distribution - Commodore User, May 1985 
company, and had courted controversy with their earlier release, on eS Ss 

CAULDRON BME 
also had the rights to produce a game based on the John Carpenter yw 
movie Halloween, but in thinking about the holiday rather than the ‘eS - 
film, programmer Richard Leinfellner came up with the concept for 
Cauldron told the story of a witch who had to collect ingredients for a ee 
magic spell to break the power of the evil Pumpking. The ingredients 
were hidden in caves across the land, behind doors locked with 
witch flying across the scrolling land on her broomstick, with hordes of enemies (bats and seagulls among them) trying to stop 
her by draining her energy. Fortunately the witch could fire magic bolts to zap them, at the cost of one point of energy per 
bolt. Every so often there were gaps to land in, where the player could collect magic points to refresh the witch's energy or 
key. The doors led into the challenging cave sections, a series of platform-filled screens full of enemies such as skeletons and 
ghosts. Once the witch reached the magic ingredient, she had to take it back to her cottage and mix it in the cauldron. With 
all six ingredients in the cauldron, the witch cast her magic spell and could finally face the evil Pumpking in his lair. 


that things got very difficult— the flip-screen platform sections required 

The Evil Dead, based on the infamous video nasty. The company 

Cauldron. h \ | F 

coloured keys. There were two parts to the game. The first saw the 

retrieve one of the vital keys. Having landed, the witch could then walk to a door and unlock it - provided she had the correct 
re mCOoMMoOd ol cab ta Ooh 
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Elite - 


Chris Butler, Rory Green, Chris Har- 
vey 


Super Joe In Missing Level Shocker! 


While this conversion of the arcade hit Commando captured the spirit 
of the arcade game, there were several problems with the C64 version. 
Graphics were chunky but workmanlike, with very little variety in the 
backdrops. Not so the music, which has gone down in SID history as 
a classic Rob Hubbard tune, and was accompanied by some above 
average sound effects. However, the game slowed down when too 
much happened on screen, and — even worse — there were some : 
levels completely missing. Although it was a passable conversion, it Sony yitnersiere 8=08 MEN 0S HI 009000 
did not take a good player long to loop through the game, as things 
only got sole spud tougher as the games aa altnld “Doesnt quite live up to its potential... the music ls the most 
The arcade hit Commando, from Capcom, was certain to be chit for impressive thing.” - ZZAP 64, February 1986 

the home computer, and British company Elite won the fraught battle 

to do the conversion. In Germany, the sprites were changed to aliens 
and the game released under the title Space Invasion because of 
the strict censorship laws. During the development of this game, Elite 
were also embroiled in a controversial lawsuit to prevent Who Dares 
Wins -— a very similar (and unofficial) game from Alligata - reaching 
the shelves first. Elite prevailed, but Alligata's game was eventually 
released under the name Who Dares Wins Il, with minor changes to. |. ; , 
the graphics and level layouts. : J SCORE 040300 G25 MEN O4 HI 009000 


The unlikely story in Commando was of a soldier, known as Super Joe, = 
single-handedly fighting a huge invasion force, rescuing hostages on the way. Two methods of death-dealing were available 
to the player — the standard unlimited ammo machine-gun, or a limited supply of grenades. The latter items were particularly 
handy for dealing with enemy vehicles, troops hiding behind sandbags and gun emplacements. Fortunately, replenishments 
could be collected from the grenade boxes scattered throughout the levels. At the end of each level Joe faced a large 
wave of enemies pouring from a building. One of them was the General, who offered bonus points if killed. The second level 
was filled with trenches, packed with soldiers taking cover before standing up to take a pot-shot at Joe. The third level had 
an airport with more vehicles attacking the player and a tricky bridge to negotiate. Overall, this was a fun game, but the best 
8-bit conversion was arguably the frantic and challenging ZX Spectrum version. 
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Martec , “a 


00100 
Simon Nicol 


| Am Become Death, The 
Destroyer Of Worlds... 


After sitting through a remarkably fast load of roughly 25 seconds, the 
player was launched into this shoot ‘em up action game played out 
on a background of swirling, twinkling stars to the accompaniment of 
a characteristically fantastic Rob Hubbard tune. Crazy Comets was a 
good game with some critical flaws in the execution - e.g. parts of the 
music were lost when the sound effects played, and the swirling stars 
stopped moving whenever there was an explosion. Unfortunately, 
there was a major bug that sometimes caused a comet to become 
indestructible and thus made the level impossible to complete. BO 


The programmer, Simon Nicol, was a big fan of the arcade game “Crazy Comets is a throwback to the good old days.” 
Mad Planets. Consequently, for his debut at programming for the ~ Commodore User, December 1985 


as, 
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C64 he decided that he would attempt a conversion. However, the & 7000 a 


POINTS SCORE. 


quality of this first attempt was not up to commercial standards and 
publishers were not interested. Vowing to improve his program, he Lop VOU HAUE & -SHIPS 

went away and later returned to Martech with a greatly enhanced uae Pe en Ree tee 

version, complete with a brand new name — Crazy Comets. Two years a is SATELLITE 11 ORBIT 
later he wrote a sequel, Mega Apocalypse, which again improved on SATELLITE HTOOMI ED 
the original; in addition to a simultaneous two-player mode he also 
introduced power-ups and sampled speech. cAAgy HAYPTOR 


Inthisgame, the player controlled aspaceship that was under constant > + Be suren noun 

attack from mad sentient planets and fast-flying comets. Presented as 

first-person 3D, the player received a few seconds’ grace to shoot a planet in the distance before it got nearer, growing in 
size as it did so. It was worthwhile to knock out the planets when they were small and far away, because many more hits were 
needed to destroy them when they were closer. Shooting at a big planet would send it into a frenzy, becoming a supernova 
that was much harder to avoid. As an additional distraction for the player, escape pods containing fleeing spacemen had to 
be rescued. There was a bonus for completing a perfect round (destroying everything before the planets turned supernova 
without dying in the process), and an extra life was awarded every 10,000 points. Although the difficulty level increased 
unevenly as the game progressed, this was still an entertaining and addictive blaster. 
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Activision 


Lucasfilm (Kevin Furry, 
Charlie Kellner, David 
Levine) 


Mind Games... 


At the time this was considered a masterpiece, taking graphics to a 
whole new level. Equal care and attention was bestowed upon the 
accompanying materials, including the manual which was printed in 
sepia with detailed descriptions of some of the enemies. The control 
method proved a bit tricky, requiring the player to use the joystick 
in one hand while hitting keys with the other. In hindsight, the game 
lacked the depth of play to really support the stylish graphics. 


Back when this game was in development, the buzzword in 
computer graphics was “fractals” - complex graphics created from 
simple algorithms. Lucasfilm's programmers used fractal techniques 
to generate a fairly detailed 3D cave, and then let the player 
travel through if in the Eidolon, an imaginary Victorian machine for 
exploration of the mind. 


The first level of this game started in a grey and gloomy cave, viewed 
from. a first-person perspective. The joystick moved the Eidolon 
around smoothly, and the player soon discovered coloured crystals 
hanging in the air. Red crystals were the basic weapon, gold crystals k Bx 2 * e 72 ; 
provided energy, green crystals caused an enemy to change shape 7 tf eG) 
(with unpredictable results), and blue crystals froze time (and the . = = : 
enemies) for a short while. The ornate control panel gave readings 

on time, energy and how close the player was to the end of the level. As the player rounded a corner, he would come 
across small enemies — such as trolls and bug-eyed aliens — intent on his destruction. To defeat them, they could be fired 
upon with crystals and would often leave behind a coloured gem upon their death. These gems were required to break the 
end-of-level barrier, so that the player could face the real challenge beyond it - the huge dragons guarding the exit. As the 
player progressed further into the game, these dragons sprouted extra heads, each of which required a different coloured 
crystal to destroy. The dragons also fired crystals back at the player, requiring speedy reflexes to catch or neutralise them. 
lf the dragon was defeated, the way to the next cave would be opened, with more enemies and more crystals to find. The 
layer's time in the machine was limited, and the game was a race against time to plumb the deep secrets of the caves... 


“The Eidolon is as enjoyable and absorbing to play as it is to 
watch.” - ZZAP 64, February 1986 
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Elite TAPE! DISK’ CARTS! 


Firebird 


lan Bell, David 
Braben, Jez San 


Rating... Mostly Harmless 


For many fans, Elite was regarded as the greatest game of all time - 
an epic adventure featuring whole galaxies to explore and thousands 
of spacecraft to fight. The C64 version incorporated some extras not 
in the original BBC version, including an extra mission and the Trumbles 
- little fluffy creatures inspired by the Tribbles in the classic Star Trek 
Original Series episode, The Trouble with Tribbles. The 3D wireframe 
graphics did run. at a slightly slower rate than the original, which 
worsened with large numbers of on screen objects. 


David Braben and lan Bell met at Cambridge University and soon 
shared their ideas on programming. Eventually this culminated in “fhi, js truly a mega-game.... a brilliant game of blasting and 
Acornsoft's groundbreaking BBC Micro computer game. Firebird trading,” - ZZAP 64, May 1985 

licensed the right to publish the game on other platforms, and Braben 
and Bell set about introducing some improvements over the original, 
Helping out on the conversion was a young programmer called Jez 


Front View 


dhe 


DATA ON LAVE 


Economy:Rich figricultural 
Governnent :Dictatorship 


San, who would go on to develop the classic 16-bit game Starglider. TeOK Leos we 

Play started with the player in his Cobra Mk. Ill near the planet Lave. ParuretiontscoiSitiion 
Docking at orbital space stations allowed the player to buy and sell Grane Promaceaystai TiaaikGh 
cargo, upgrade the ship, and look at various maps and information Average Radius: 4116 km 


screens, although the limited starting funds meant that not much Lave is most, famous far 
could be achieved without first performing a few trading runs between EBian" ree SPab: 
systems. In combat the player could change fo front, left, right and 
rear views, and if there was a laser installed on that view, crosshairs 
appeared. There were thousands of planets per galaxy to travel between, and the possile activities were vast — including 
trade, mining, piracy and vigilantism. However, actions had consequences; piracy was a tricky option, as the player's legal 
status would affect what they could do. A criminal record meant that the player could only operate in the more dangerous 
anarchic systems. Any attempt to enter systems with more stable systems of government would see the player attacked by 
a squadron of Police Vipers. There was also an enigmatic alien race, the Thargoids, to deal with. Status in this game was 
indicated by rank. More kills meant a higher rank, ranging from Harmless to the ultimate accolade of Elite. 


Entombed TAPEM! DISKES CARTS 


Ultimate NY, 
Ashby Computer & Graphics Limited | 


The Ultimate Tomb Raider? sis! 


This follow-up to The Staff of Karnath featured Sir Arthur Pendragon 
in Egypt, exploring an ancient tomb for treasure. Using an isometric 
viewpoint, the graphics were impressive — from the hieroglyphics on 
the walls to the animation of the enemies (ranging from beetles to 
birds to mummies). Sound was limited to a few small tunes and the 
cracking of Arthur's whip. As in the previous game, one minor irritation 
was the need to use a key to change the action Arthur performed, 
but it was only a small setback in what was otherwise an excellent 
puzzie-based exploration game. 


Entombed was the peak of Ultimate’s output for the Cé64. The later 
titles in the Pendragon series failed to add anything particularly new 
to the formula, although they were still worth playing. The next game 
in the series was Blackwyche (set on a pirate ship) which was followed 
by Dragon Skulle (set on a desert island). For fans of the style, Arcana 
by New Generation Software is also worth investigating. 


The game started with a sudden rock fall trapping Sir Arthur in a 
chamber deep inside a pyramid with no obvious exit and a limited 
air supply. The first puzzle he faced was how fo get out of this initial 
room. A little investigation revealed that the statues blocking the door 
could be moved, leading out into a corridor populated by a group of 
hungry creatures. The player had to avoid these creatures by turning 
into a side corridor where a doorway led into a single-screen chamber 
with rolling boulders. In this chamber, assuming that he managed to 
avoid the boulders, a chest could be found that conveniently contained a whip with which to defeat the creatures in the 
corridor — the first step on the long and torturous road to freedom for Sir Arthur. 


The puzzles in this game were fiendishly difficult, ranging from dark rooms that had to be navigated by torchlight to a series 
of Scarab Gongs that must be sounded in the correct order to open the way. Fortunately, clues could be found hidden in 
the occasional scroll that would help solve some of the puzzles, but the game was still a stiff challenge - even with the help 
of the clues. 


—— ease 5} See 


“Exploring and mapping this ‘fabulous game is both tiring and 
stimulating...” - ZZAP 64, July 1985 


Everyone7syAWWally, TAPEW! DISKS CARTES 


Mikro-Gen 
Nick Jones(?) 


Any Tom, Dick And hike 
Harry Can Play This... 


Wally Week had already been the star of a couple of ZX Spectrum 
games before this title came along, introducing Wally’s friends. 
Aesthetically it is very similar to the ZX Spectrum version (except without 
colour clash), with well animated sprites and pleasing backgrounds. 
There are no in-game credits, but it is believed to be the work of Mikro- 
Gen programmer Nick Jones. 


The game was released with a (fairly awful) song on the B-Side, sung 
by Mike Berry (who starred as Mr Spooner in the BBC TV comedy series 
Are You Being Served?). This song ended up as a jingle on the Steve 
Wright Show broadcast on Radio 1. The next C64 game in the series 
was Herbert’s Dummy Run, but the later and much superior Three 
Weeks in Paradise was sadly never converted across from the original rnow te 

ZX Spectrum version. i Bike’  Giateve [SOUS 2S. 


In this game, the player took on the role of five characters: Wally (the 
gaffer), Wilma (his wife), and Tom, Dick and Harry (his employees). 
There was a sixth character, Herbert, who was Wally and Wilma's 
baby, and could not be controlled. The aim of the game was to help 
Wally retrieve his money from the locked safe so that he could pay 
his workers. Unfortunately, he had lost the combination, which was 
a single word, split into letters that had been scattered around the 
town. The player could swap between the characters by pressing the 
correct key when they were in the same location, otherwise the game just told the player where that character was. 

In this game, the puzzles were solved by combining objects at the right place — for example, if Dick the builder held the trowel 
and the cement as he walked past the pile of bricks, a wall would be built. But first, the pile of cement had to be mixed 
with sand and a bucketful of water... requiring the fountain to be mended by Tom the handyman, which demonstrates the 
complexity of the game's solution. One drawback was the fact that the other characters were moving around the town foo, 
picking up and dropping objects all the time. This could make locating something the player needed very tricky. There were 
all sorts of bizarre enemies to drain energy, plus several mini-games to add challenge to the gameplay. 


dcsah Capel am, TAH 


Ocean 
Denton Designs 


Relax! ers 


Turning a well-known band into a computer game seemed like a 
mission destined to fail. However, Denton Designs used the themes 
and ideas in Frankie's music to create a drab suburban world 
where the hero was trying to gain a personality. The graphics were 
full of detail, from the rows of suburban houses to the faceless main 
character. However, the music was the real highlight. with Fred Gray 
recreating the tracks from the band's album to good effect. 


Included in the package was a second (audio) tape containing an 
exclusive live mix of the classic single Relax, which gained notoriety 
for being banned by the BBC. For a time, the game was essential for 
Frankie completists, due to the live mix. Despite the ban, it reached 
number one in the UK charts on the 24" January 1984, going on to 
become the seventh best-selling UK single of all time (as of May 2006). 
The game had the subtitle The Pleasure Game, after their first aloum 
(and section of the game) entitled Welcome to the Pleasuredome 
released in October 1984. 


The game started with the player controlling the personality-free hero 
in the non-descript town of Suburbia. Exploring the houses revealed 
many different objects, including a red herring, amongst other 
oddities. Working out how to use the objects would either open a mini- 
game or gain Pleasure Points, increasing the graphs on the side of the 
screen. The player would also stumble across a dead body at one 
point in the game, requiring him to find a series of clues to reveal the 


TAPE DISK™ CARTE 


“A stunning piece of software... I found myself getting involved 


in a very strange sort of game...” - ZZAP 64, September 1985 


identity of the killer and make the correct accusation. The mini-games were all based around the band. For example, Raid 
over Merseyside had the player controlling an anti-aircraft gun as they tried to protect Liverpool from incoming bombers, 
and Two Tribes was a head-to-head battle between Reagan and Gorbachev as they spat bullets af each other. Completing 
one of the several mini-games would open a door into the maze. Doors here led back to the suburbs or into other sub-games. 
When the player had used all the objects correctly, earned 87,000 Pleasure Points and filled the graphs to 99% (when the 
word BANG appeared at the top of the graph) they had to find the final door to the Pleasure Dome and enter it to complete 


the game. 


Gribbly:s Out TAPEW DISKZ CARTE 
Hewson =r. , 
Andrew Braybrook a We 3/5 Meso», 


I’m Forever 
Blowing Bubbles... 


The cute and colourful graphics and bubbly sound effects of this game 
(with music by Steve Turner) were a complete contrast to Braybrook's 
other release in 1985, the seminal Paradroid. However, Gribbly's Day 
Out was an absorbing platform challenge. Initially, controlling Gribbly 
was tricky and non-intuitive, but after a few minutes of bumping into 
things, it became almost second-nature. 

Despite Gribbly's Day Out being a characteristically polished Hewson 
game, there were a few bugs that slipped through the net. However, 
the budget release, entitled Gribbly’s Special Day Out, featured a new 
character set and improved the code to remove a graphical glitch. *.., is just about cute enough, and the game just about good 
The loading screen by Stephen Robertson was actually drawn for the enough, to catch on.” - Commodore User, June 1985 
budget re-release on Hewson's Rack-It label. 
This game started with the player controlling Gribbly from the planet |Fg 
Blabgor, as he tried to protect young Gribblets from the clutches of the 
evil Seon (a big black crab). Gribbly only had one foot, but he could 
bounce and fly, and defend himself with. a stream of bubbles fired from 
his mouth. As a hybrid between a maze game and a platform game, 
the player had to find the Gribblets and return them to the safety of the 
“home” cave on each of sixteen increasingly difficult levels. Gribbly 
made his way across the ground by bouncing, although he had to 
be careful to avoid hazardous terrain. That was when Gribbly needed to take fo the air, either by stopping and hovering 
or jumping into the air mid-bounce by pushing up. Once in the air, care had to be taken not to crash into piatforms or the 
vicious energy web Seon had erected. Performance was measured in Psi energy, and any spare left at the end of a level 
was deposited into the “bank”; when the bank was completely drained the game was over. Rescuing enough Gribblets 
moved the player on to a higher level (depending on the number rescued), with more enemies and hazards to contend 
with. A particularly novel feature of this game was the way the enemies evolved — a spinning sycamore seed became a 
green walking creature, and then transformed into a seedpod. From that pod emerged a skull-shaped thing, and when it 
encountered an upside-down Gribblet it would "capture" it and fly off in a new white form (called a Flapper). Fortunately the 
player could bubble it and rescue the Gribblet — as long as he kept an eye on where it hit the ground! 


Hacker, 


Activision 
Steve Cartwright 


LOGON PLEASE: 


Most games come with some instructions, or at least a scenario. 
Hacker greeted you with a plain blue screen and one simple message 
—- “LOGON PLEASE:", and the game that followed this oblique prompt 
had some entertaining moments. There was the animation of the 
black-clad spy as he looked around, and the stereotypical speech 
patterns displayed in the text -such as “Hello, old boy" from the British 
spy. There was also more than one way to solve the game, meaning 
you could be drawn back for another attempt. Presentation and 
graphics, such as the SRU diagrams, suited the game, and sound was 
used appropriately sparingly. 


Activision released a sequel, Hacker Il that had a very different 
premise. In that game, the player's robots had to make their way 
around an enemy base to crack a safe containing the Doomsday 
Papers. A unique touch in the sequel was the ability to contro! the 
video surveillance cameras, bypassing them to avoid alerting the 
guards and the terrifyingly efficient droid killer. 


In Hacker, the player took on the role of the eponymous anti-hero 
who had electonically stumbled into the top-secret mainframe of the 
Magma Corporation. This company was using Subterranean Remote 
Units (SRUs) to drill for magma and harness the geothermal energy. 
Setting the stage for the game, the player soon discovered that a 
highly confidential document had been stolen and broken into pieces. 
Using the SRU the player had to travel around the world and collect 
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“An extremely enjoyable game, well implemented and done with 
a lot of imagination...” - Commodore User, November 1985 
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the pieces of document. When the SRU reached a country marked on the map, it would surface and the player could call 
the local agent. He would then either offer a piece of the document, or sell the player an item. If was up to the player to 
earn enough cash or trade items to retrieve all the pieces of the document. If the player spent too long at one location, the 
satellite tracking systems would be activated and the piayer then needed to move the SRU away to avoid detection. The 
game ended if the player was caught by the satellites (a loss) or managed to assemble the document (a victory). 


te 


Hardball TAPE(Z! DISKS CARTER 


US Gold Vv 
Accolade (Bob Whitehead, Pe! 
Mimi Doggett) 9110" 
Take Me Out To The Ballgame... 


Baseball is a big money sport in America, but it never quite made the 
breakthrough in Europe. in this game, the two fictional teams, the All- 
Stars and the Champs, play over nine innings. Two things distinguished 
Hardball from lesser games — the easy to use menu system and the 
high quality graphics. Play could be against a challenging computer 
opponent or another human, and there was a lot of depth to the 
game. An ingenious hacker even released a version with a choice of 
six real teams in addition to the original two. 


Hardball was one of a series of Accolade games imported to Europe 
by US Gold, all of which shared a common factor - the use of the high- 
resolution bitmap mode to allow for more detailed graphics than the 
usual C64 games. Ed Bogas, who also worked as a composer on the 
Snoopy cartoons for TV, provided the music. 


This game consisted of several screens, the most important of which 
was the pitcher/batter confrontation, with a huge, well-animated 
pitcher, the batter standing by the plate with the catcher behind and 
the umpire ready to call. A small inset overhead map showed the 
bases and any runners on those bases. If the batter managed fo hit 
the ball, play switched to either the left or right side of the outfield with 
the smaller players moving around. Selecting plays from the menu 
was easy; the pitcher got a choice of four types of pitch, and then 4 : 
chose where to aim it. The batter could opt for a bunt (a tactical move to drop the bal a short way ey or try to steal a 
base if there were runners in position. Then the batter could try and guess which way the pitcher was aiming. The ball was 
pitched and the batter pressed fire at the right time to swing. Once the ball was in the outfield, it was up to the fielding player 
to either manoeuvre a fielder under it for a catch or try to tag the runners out. Pressing fire and a direction threw the ball to a 
base. Finally, there was the management screen, where either side could substitute players, bring on a new pitcher, change 
the fielding or give a batter an intentional walk. 


Play Ball! 


Konami/Ocean 
Imagine (David Collier) 


Waggle! Grunt, Grunt! 
Waggle! 


The button-bashing arcade games of the 1980s translated well fo the 
home computers, with many players willing to risk damaging their 
keyboard or joystick to get a higher score, and it took a lot of button- 
bashing skill to successfully get through all the rounds in this game. 
Imagine's conversion was excellent, with the graphics retaining a 
lot of the character of the original — despite the odd glitch or blocky 
figure here and there. This game also featured Martin Galway’s superb 
rendition of Chariots of Fire. 

The C64 conversion of Hyper Sports lacked the pole vault event of 
the arcade version, meaning there were just six events to compete in. 
This was also a lot more fun than Ocean's so-so C64 version of roc 
Thompson's Decathlon, which, although it featured ten gruelling [anm 
events, had a very odd-looking stunted sprite that was meant to 
represent Olympic hero, Daley 


Hyper Sports was the follow-up to Konami's much emulated Track 
& Field. Each event had an initial qualifying standard to be beaten, 
which gradually got tougher as the player reached higher levels. First 
up was the swimming, with alternate left and right presses making the 
player swim, although pressing fire to breathe (when prompted) was a 
good idea if the player didn't want his swimmer to choke. Next up was 
the shooting range, with clay pigeons flying from left and right (and a , 
bonus bird appearing for the highly skilled). Following that was the gym, and the long horse, which was a males of timing 
the jump from the springboard onto the horse and then spinning as many times as possible before the landing (bearing in 
mind that bouncing along the floor in front of the judges did not earn high marks). Then, it was back outside for the archery, 
with the moving target made more difficult to hit by the prevailing wind — holding fire increased the angle of each shot. More 
leaping action was next in the form of the triple jump, with the angle of the three jumps determining the overall distance. 
Finally it was a real struggle in the weight-lifting arena as the bar got heavier and the player had to hold the bar above their 
head until the judges gave the three white lights to signal a good lift. 
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Kane 


Mastertronic ‘ey 
John Darnell 35 


Another Duck Bites The Dust... 


Take away the well-animated main sprite and this seemed to be a 
very simplistic game, ideal for a budget label. Background graphics 
were well designed, but the sound effects were disappointing 
— mainly because of the overly harsh sampled screams. Although 
initially addictive, there was very little incentive to return to the game 
after it had been beaten; the higher levels only offered more difficult 
targets and no other extra features. 


If imitation is the sincerest form of flattery, then Epyx would have been 
very flattered by the animation of the heroic Marshal Kane as he tried 
to save the peace treaty between the local Indian tribe and the 
US Government — the similarity between Kane and Agent 4125 from 
Impossible Mission was absolutely uncanny. 


Influenced by classic spaghetti westerns, Kane started out with the 
player, as the eponymous Marshal Kane, called in to negotiate a 
peace treaty with an Indian tribe. This involved completing four 
separate sections of the game, starting with the bow and arrow shoot 
in which Kane had to prove he was worthy to the Indians by shooting 
ducks. Killing enough ducks earned peace tokens, which could then 
be used in later sections to restart a level. Having earned his tokens, 
Kane then had to get on his horse and ride to town, jumping over rocks 
and bushes on the way. Kane could turn the horse around in order to 
get a run-up if necessary, but in. certain places he could potentially 
become stuck between closely spaced obstacles — leaving the player 
with no choice but to restart the level. 


Birdies Killed 
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Having made it to town, Kane quickly came under fire from the bad guys, who popped out from windows, saloon doors 
and even the rooftops. He had to shoot them quickly before he got hit himself, but with only six shots in his revolver it was 
a challenge, as it required constant reloading (by running off the side of the screen). The final section saw Kane back on 
his horse, trying to stop a train. Again he had to jump the obstacles and get to the engine in order to flag the train down. 
Following this, Kane then rode the train back to the capital to deliver the signed peace treaty and save the day. 


Karateka TAPE! DISK) CARTES 
Broderbund 


Jordan Mechner, Francis 
Mechner, Robert Cook 


Kick, Punch, It’s All In The Mind... 


Kareteka's most outstanding feature was the smooth and detailed 
animation, although the game could feel a tad sluggish because of 
it. While everything was fiuid, it moved at a slower pace than similar 
games. Sound was basic, with just a few simple sound effects during 
the fights and a couple of minor in-game tunes, Control did take a 
bit of getting used to - there was a “fighting” stance and a “moving” 
stance, and working out how to time blows took a few attempts to 
get right. The difficulty was quite high — in part to compensate for 
the shortness of the game.-— but presentation was excellent, with 
impressive cut nes telling t t | r é 

@ SOROS TONER he ee OF BIA RECIERS “There is a certain film-like quality about the game...” 


Karateka on the Apple was the first game by Jordan Mechner, who _77,p 64, November 1985 
later became famous for his Prince of Persia games, (although the : 
C64 conversion of the original Karateka was actually written by Robert 
Cook). Karateka displayed many of the hallmarks of Jordan's later 
success, The Prince of Persia, as he had used the same rotoscoping 
technique (capturing motion on video, and then redrawing or 
tracing it frame by frame on the computer) to create the fighters in 
Karateka. 


In Karateka, it was the task of the hero to rescue Princess Mariko, who 
had been waylaid by the evil overlord Akuma and imprisoned in his 
castle. The player started the game at the top of the cliff and had to 
fight his way into the castle, beating off all manner of opponents with 
his superior karate fighting skills. 


As the player walked along the scrolling landscape, the overlord's evil henchmen would attack the hero. Moving into the 
fighting stance gave the player access to the offensive moves to attack the opponent. Beat him, and the player would 
move. on again towards the goal and the next set of opponents, with tougher henchmen, doors, a portcullis and even an 
eagle blocking their way. Eventually the player reached and fought Akuma himself before freeing the princess from her cell, 
and discovering the final twist in the tale. 


Little Computer, people TAPEW®) DISK CARTS 


Activision 
David Crane 


“One Day | Hope To Have sI5" 


Someone Living In My Computer” — My LCP, lan 


Little Computer People was definitely something different, and was 
eye-catching from the moment it began to be previewed in the 
computer press. It was the little touches and details that made it such 
a charming experience, from the music by Russell Lieblich, to the 
typewriter bell sounding as the LCP wrote a letter, to the spring in his 
step as he climbed the stairs. 

David Crane's programming career started at Atari, where he 
developed many classic titles for the Atari 2600 (VCS). Disillusioned 
with the lack of credit for the programmers, a group of them broke [fue > < ASSN Emcity 
away to form Activision — the first third-party software company, and “I now realise how fond I am of him. No home should be with- 
publishers of hits such as Crane's seminal Pitfall series. The Atari 2600 out one...” - Commodore User, December 1985 

was their main platform before the software crash of 1983. : 

Billed as The Little Computer People Discovery Kit, this game came 
with a House on a Disk. According to the literature, Crane’s research 
had led him to believe that it was little people living inside a computer 
that caused bugs, and so the house gave the little person (and his ‘ 
pet dog) somewhere nice and warm to live. Upon starting the “kit”, : aia a atin Seer 
the LCP would move in and explore the many rooms. Typing on the -4 . “te OR PH: aN 
keyboard would send a suggestion to the LCP and often he would : i 2 
carry it out with an affirmative nod of the head. Amongst the many 
activities he could perform were playing the piano, dancing and 
exercising to keep fit. The disk version of the game also let the player play cards or a word game with the LCP, (options that 
were missing from the later tape version). Although all LCPs were male there were several different variations in appearance 
and a long list of possible names. Attending to the physical and emotional needs of the LCP was essential for success. Food 
and water (for himself and the dog) had to be supplied, and his mood could be improved by “petting” him with a giant 
hand-on-a-spring. In addition, delivering new books and records to the door pleased him, as did causing the phone to ring. If 
the LCP's needs were not met, he would sicken. ZZAP 64 managed to take this one stage further, publishing a listing to “evict" 
LCPs, allowing a new one to move in. Unfortunately, an error in the listing caused many to be permanently deleted instead. 


Lords|Of| Midnight TAPES! DSK CARTS 


Beyond/Mindscape 
Mike Singleton, Anthony Taglione, Mal- 
colm Hallon 


Luxor Slew One Hundred Riders... 


With its Tolkien-esque setting and huge numbers of enemies to fight, 
Lords of Midnight was an epic strategy game. The game came 
complete with a novella, describing the events that had occurred 
prior to the start of the action. The most impressive aspect was 
the “landscaping" system, which quickly generated a pseudo- 
3D picture as the player looked around. High-resolution mode was 
used to create the view, and each enemy encountered was nicely 
detailed. Mapping the kingdom was advisable, allowing the player to 
concentrate on strategy. Although there were many similarities with 
Lord of the Rings — a perilous quest for a hero, and a massive war 
fought between fantasy armies -— this game remains a classic loved by 
fans the world over and re-made several times on newer machines. 


This was the first game of a planned trilogy by Mike Singleton, who would 
later re-use many of the ideas in the classic 16-bit game Midwinter. 
Although the sequel, Doomdark's Revenge, did get released, the final 
game, Eye of the Moon, was never finished; Singleton's work on the 
project was abandoned after he took on the role of producer for 
officially licensed Star Trek - The Rebel Universe. 


The game started with the player in control of four characters — Luxor 
the Moonprince, his son Morkin, the forest-dwelling Corleth the Fey 
and Rorthron the Wise. The aim was to defeat the enemy Doomdark 
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the Iceking and his armies. There were two main strategies for achieving this goal. One was | by recruiting. huge armies to 
the cause and fighting the Iceking's armies before taking his citadel at Ushgarak. For those who preferred a steaithier 
approach, Morkin could be sent to capture the Ice Crown, the magical artefact responsible for the Ice Fear spreading 
across the kingdom (a feeling of inescapable dread that suppressed the morale of lesser characters). Doomdark's victory 
was achieved by slaying Luxer and capturing Xakjorith (Luxor's castle), or by killing Morkin. On the journey the characters 
would encounter monsters, enemy armies, friends and neutral parties that could be recruited. Sheltering in a friendly castle 
also brought the option to recruit yet more followers, or leave some behind » guard the location. After the player had 
exhausted hi , , A 


MasterOf Magic Magic TAPE®! DISKS] CARTE! 


Mastertronic /MAD 
David & Richard Darling, bese 
James Wilson 3/5" 


Spellbinding... 


As an impressive budget priced role-playing game, Master of Magic 
presented the player with a large environment to explore and 
many quests fo undertake. The Rob Hubbard soundtrack (based on 
Synergy's tune Shibolet) was wonderfully atmospheric, and graphics 
were excellent, from the large static pictures of the nearby creatures 
to the clever overhead view of the current area. The level of polish 
was evident throughout the game, from the loading and title screens 
to the control method, which was smooth and easy to learn. 


This was one of the first releases on Mastertronic's new MAD 
(Mastertronic Added Dimension) !cbel retailing at the higher price of 
£2.99. Richard Darling coded this game for Mastertronic, and then he 
and his brother David set up their own software label, Codemasters. 


The game started out with the premise of the player exploring a cave 
where, as the hero, he discovered a pool and was consequently 
drawn into it by an enchanter. Now the player faced a difficult quest 
to recover a magic amulet before he could return to his own world. 
On screen, the action was portrayed in three different windows; the 
overhead view of the cave showed what the player could see in a 
limited range around them, the text window informed the player of 
events (e.g. attacks from the many enemies}, and the large graphics 
at the bottom of fhe screen showed a close-up - either of the enemies, ; 
nearby objects like doors and stairways, or the various items that could be picked up to use. These items formed the key 23 
the quest, from a potion to heal mind and body (the energy levels were shown as two bar graphs at the top of the screen) 
to weapons such as a mace. Initially, the player could only carry a limited amount, at least until they found a backpack. 
Weapons were carried in the right hand, allowing a second item to be used in the left hand. Actions were carried out from 
a series of text menus. For example, the command RUN allowed the player to move using the joystick, while other options 
opened up sub-menus. CAST let the player cast a magic spell provided they had enough menial energy. For example, 
selecting MAGIC MISSILE and then an enemy that is in range would target the hapless creature. There were many levels to 
the cave, and some deadly enemies to be overcome — from the many bats and:hellhounds to the vicious vampire. 


“A slice of arcade adventuring that even Ultimate could learn a 
few things from” - Commodore User, March 1986 


Novagen / Datasoft 
Paul Woakes 


Do You Want To Walk? 


Mercenary was a stunning 3D arcade adventure displayed using limited 
vector graphics that did a fantastic job of evoking the atmosphere of 
a complete, living 3D world. The objects may have been sparse and 
few in number, but they were well designed — ranging from houses 
to spacecraft, to the Commodore sign (and shooting it would brand 
the player asa traitor). From the initial crash landing sequence to the 
bored ramblings of Benson the personal computer, there was a lot of 
humour in Mercenary. Sound was very limited, and it could be tricky to 
learn all the key controls, but at least the game allowed the player to 
save the game to come back fo later. 


Less than a year after release, an add-on tape/disk was made 
available at retail. This expansion, The Second City, provided a whole 
new city to explore and was accessed by loading it into the original 
Mercenary as a saved game. The new colour scheme (red ground 
rather than green) represented the other side of the planet. The true 
sequel, Damocles, was to feature a whole planetary system but the 
C64 version was cancelled, although it did appear on the Atari ST and 
the Amiga. 


The game started out with the player crash-landing on the planet 
Targ. After miraculously surviving the crash, the player had just enough 
credits to buy a basic ship (the Dart) that could help them navigate 
around the city. Shortly after arriving, the player's personal computer, 
Benson, informed the player that one of the indigenous races, the 


= Escape 
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“It’s unusual to see images of this quality working to this speed 
on the 64,” - Commodore User, February 1986 
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Palyars, wanted a meeting in an underground briefing room. This briefing revealed that there was a civil war between 
them and the other indigenous race, the Mechanoids, that the player could exploit to his advantage by trading objects or 
shooting down ships for a reward. To aid in the quest, there were GBVs (ground based vehicles) and aircraft to find, each 
controlled by setting the speed (in forward or reverse — handy for when the player was being chased by a missile). There was 
also a Colony Craft high in the sky to explore (and fall out of, if the player was not careful) as well as many different buildings 
to search or destroy. The game could also be completed in more than one way — by earming one million credits to buy an 
intergalactic ship to escape, or the player could explore and unlock doors (with the right key) to find a new Novadrive. 


OnsiiheyRun TAPE! DISK CARTS 


Gremlin Graphics 
Micro Projects (Jason Per- Wa Mt 
kins, Anthony Clarke, Mark DN 4/5" 


Rodgers) 
Jet Pack, Gas Mask, And Bottle Of Rum? 


The most memorable feature of this platform game had to be the 
Rob Hubbard soundtrack, filled with amazing instruments and fast- 
paced melodies. The graphics were surreal, with odd, well-animated 
enemies and a strange mix of background styles. Animation of the 
main character, Monty Mole (with his somersaulting jump), was also 
excellent. The difficulty level throughout the game was high, with the 
player having to find a route through the many screens to avoid the 
patrolling enemies. Frustration could also set in if the player chose the 
wrong items from the Freedom Kit and hit a dead-end, although a lot 
of fun could be had by sending Monty to his death, particularly when 
a piston squashed him (for the hundredth time)... 


This game was the follow-up to WANTED: Monty Mole, a game inspired 
by the national miner's strike of the early 1980s — and the recipient of 
much publicity due fo the timing, even getting featured on the ITV 
evening news broadcasts. One rumour aft the time suggested it was 
written by a striking miner, but this turned out to be untrue. Two more 
games followed in this series; Auf Wiedersehen Monty (with the mole —— = 
eaming money and stealing items across Europe to buy an island to “f SRR 

“retire” to), and the very disappointing impossamole by Core Designs ¥ ante, a aon RAGA aeRO 
(casting Monty as a superhero saving the world from alien attack). x : The House 


The premise. of this game was that Monty had escaped from prison where he had been sent for Sains coalin the first game, 
and needed to find his way to the ferry port in order to flee the country. Aiding him in his task was the Freedom Kit — five items 
chosen by the player from those available on the title screen —- to “help" Monty at key points in the game. The game itself 
was a remarkably difficult flick-screen platform game with bonus coins to collect and bad guys to avoid. Clouds lifted the 
player up to higher platforms, but the handy looking lifts could spring a surprise by plummeting to the floor, crushing Monty 
to. a squishy pulp. 


Of the three “true” Monty Mole games, this game was probably the toughest and most polished. 


“Should prove as popular as its predecessor... one of the better 


platform games for the 64." - ZZAP 64, Oxaober 1985 


Paradroid WOES ONE CAE 


Hewson 
Andrew Braybrook Mobile faratirod 


Influence Device 
Activated! 


There were many fantastic touches to Paradroid, ranging from the 
static filled screen that greeted death, to the readouts when the 
player hacked into the ship’s computer terminals. Strategy played a 
part in this game, with ‘hit and run’ tactics or a stealthy approach 
paying dividends. Atmospheric sound effects and well-drawn graphics 
succeeded in creating an incredibly immersive experience. 

There were actually three different versions of this game released — the 
original Paradroid, the tweaked Competition Edition (in a double-pack 
with Uridium+, and both games tweaked to run faster) and finally " 
Heavy Metal Paradroid with enhanced graphics. “Alt h the programming is of a high 

In this game, the robotic crew of a galactic space freighter had concept is sound, | found the game to be a little monotonous” 
rebelled, and it was up to the player to stop them. The player — Your Commodore, December 1985 

controlled a small electronic robot called the Influence Device that 
was capable of taking over other droids for a short time. Viewed from 
overhead, each droid in the player's line of sight was depicted as a 
circle with its serial number. The low powered laser of the Influence 
Device could be used to destroy the weaker droids, but more power 
was needed to handle some of the more advanced droids. To tackle 
these, switching to transfer mode let the player attempt to take over 
the enemy droid. This led to the brilliant transfer sub-game, where 
the two droids appeared on either side of a circuit, with the central 
band changing colour as the current flowed. Each droid had a limited 
number of Pulsers and the aim was to turn the majority of the central band to the player's colour. Auto-Pulsers, Splitters and 
Convergers all made things trickier, requiring swift tactics. Winning this battle meant that the Influence Device gained control 
of the defending droid. A loss meant the destruction of the attacking droid (leaving the influence device undefended). If the 
Influence Device wasn't controlling a droid when the battle was lost, it was game over for the player. Energisers on the deck 
could be used to restore energy, at the cost of reducing the player's score — although the controlled droid would burn out 
eventually anyway, necessitating another battle for a replacement. Clearing a deck of droids shut down the power and the 
player had to find the lift to the next deck. Once all the decks were clear, it was on to the next freighter. 


Colour? 90 Faractrial 
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Firebird y zs 


Jawx 


Blood On The Sand... 


Raging Beast courted controversy, first of all with its name (it was i 
originally Raging Bull, but that had to be changed to avoid confict | 

with the film of the same name) and then with its theme — bull-fighting. { 
There was a certain charm to the game, from the small but detailed 
sprites to the amusing in-game tunes, with the cheer of the crowd 
spurring the matador on to the slaughter, althoughit did take a while to 
get used to the control method (e.g. picking up the cape). However, 
this game was a fun diversion for a while, at least. With hindsight, the 
game does seem quite tame compared to the level of controversy 
it generated at the time, but it is still worth investigating for a unique 
game play experience. 


Bizarre French developer, Jawx, came up with a number of unusual 
games for Firebird, most notably Chickin Chase with its randy rooster 
“servicing” the hen to produce more eggs (which he then had to 
protect from marauding predators such as rats and hedgehogs). Then 
there was Serenade with the player choosing a musical instrument to 
play under the balcony of a young lady in an attempt to woo her... 


Having entered a name, the player's matador strode across the 
yellow sand of the arena, with a cheering crowd and a plane flying 
overhead showing the score and other messages on the banner it 
was pulling. After this starting spectacle, the action began with the 
bull running in and charging the player, who had to wave the cape 
to attract the bull's attention, sweeping it away as the bull passed. 
Completing enough “passes” meant that a rosette was thrown from the crowd. With the rosette in hand, the player had to 
put the rosette onto the bull's horns as it ran past. Failure to get out of the way in time would see the matador thrown into the 
air, although with a lot of luck and skill, the player could ride on the back of the bull for bonus points, Getting trampled into 
the dust meant the stretcher-bearers ran on to carry the matador away to hospital. Setting a high score displayed a special 
high score "poster", before the player moved on to fight a tougher bull. 


“Neither graphics nor sound are spectacular ... full marks for 
originality and value” - Commodore User, August 1986 


betaine al 


Activision 
Lucasfilm (conversion by SeMalen® | 


Behind Jaggi Lines... 


Rescue On Fractalus was (as could be guessed from its title) another 
classic fractal-based title from Lucasfilm. As with its predecessor, The 
Eidolon, the 3D graphics and detailed cockpit display created a 
great in-game atmosphere. The game played well, and gave the 
player the option to start at a later level, allowing the player to get 
further into the tough shoot ‘em up action than he probably could 
otherwise. While there was not much variety in later levels (there were 
just more emplacements and enemy saucers to shoot), it is still worth 
a blast, even today. 


Lucasfilm was part of George Lucas’s vast media empire, and the 
game was originally to be called Rebel Rescue as a tribute to Star 
Wars. Lucas is said to have had one key influence on the game, in the 
form of the alien pilots making their surprise appearance. The later 
Lucasfilm game, Koronis Rift, featured much deeper game play than 
this title, requiring the player to scavenge valuable equipment from 
spaceship wrecks on a distant planet. The future sport Ballblazer also 
featured some impressive 3D graphics. 


Launched from a mothership, the player piloted his ship down to an 
alien world to rescue other pilots who had previously been shot down, 
Flying through mountains and canyons, the task was to locate another 
crashed ship and land nearby to effect a rescue. Of course the player 
had to evade incoming fire from the many gun emplacements, and 


TAPE! DISKS! CARTS 


take out the enemy saucers that flew suicidally straight at the player's ship. Once the player had landed, the downed 
pilot would leave his craft and run across to the ship, banging on the hull for the player to shut off the shields and open 
the airlock. Returning enough pilots fo the mothership saw the player move on to the next level. The game play was not all 
straightforward — there was a twist... every so offen an alien would appear and run towards the ship. Opening the airlock at 
this point was inevitably fatal, as the alien would fight for control of the ship and send it crashing. If the cautious player did 
not open the airlock, the kamikaze alien would then jump in front of the cockpit and hammer on the glass trying to break it, 


a genuinely heart-stopping moment. 


mjihe Rocky, Horror, 
CRL 
Andrew Stoddart, Jay } 


Derret ATS 3/5" 
Let’s Do The Time Warp — 


Already a successful musical and subsequently adapted for the 
cinema, Richard O'Brien's infamous Rocky Horror Show made the 
leap to computer screens. The backgrounds were mostly hi-res, 
lacking colour, and the sprites, although simply animated, did have 
some character. Sound was adequate, with a very tinny rendition 
of the Time Warp by Bob Hartshorne, as weil as various spot effects. 
Other nice touches were the dripping “blood” effect and the scrolling 
credits at the end of a game. 


Unusually, there was a laier version of this game for the C128, with 
enhanced graphics and more locations; it was one of the few C128- 
only titles to be released. The programming for this game has always 
been credited to O'Brien, but it is very unlikely that he actually had 
any input info programming it. 


The game started by presenting the player the choice to be either 
Brad or Janet, on a mission to rescue the unchosen character who 
had been turned to stone by Frank N Furter’s Medusa machine. To 
do this the player had to find the fifteen pieces of the De-Medusa 
machine from around the mansion and put it back fogether, with the 
added disadvantage that the player could only carry one piece at 
a time. The amount of time to complete this task was limited, with the 
deadline created by the “house/spaceship” flying off at the end of 
the game. Out to thwart the player were all the freakish characters 
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FREEZER 
TEMP, 


“CRL haven't exploited the film's computer game potential... its 
lasting appeal is short.” - ZZAP 64, ae 1985 


from the story - Columbia, Riff Raff and even Eddie on his motorbike (once he had thawed out, as indicated by the onscreen 
thermometer). Contact with some enemies stripped the player of their clothes, which had to be recovered before they 
could continue. (The nudity was tastefully done - with hands covering the naughiy bits). However, Eddie and Riff Raff were a 
bit more direct in their attacks; Eddie would just try fo run the player over, while Riff Raff would zap them with his spring gun. 
There were also barriers that could be deactivated for a short time by. pressing the associated switch. Keys could be found 
that unlocked doors, allowing access to more locations and pieces of the machine. Sadly it all became repetitive too soon 


for it to be regarded as a true classic. 


Microsphere 


Spectrum version by Dave 
Reidy 


It’s Educational, Honest! 


Looking and sounding very similar to the ZX Spectrum original was 
a flaw, but in spite of this, the animation was excellent and all the 
individual children and teachers were brilliantly portrayed. However, 
the scrolling was jerky and some of the colour schemes were a little 
too bright, but the school looked nice despite the strange “doll- 
house" perspective. The option to rename the lead characters was 
a huge boon, letting the player take virtual revenge on childhood 
enemies. 

It's a shame that the sequel, Back to Skool, never made it to the 
C64, Featuring an enlarged playing area (including the girls’ school 
next door) it also added several new game play ideas. Programmer 
Dave Reidy even admitted that it was funny seeing a list of obscure 
battle dates (needed to complete the original game) appearing in 
magazine tips pages! There was to be a third game in the series, Eric 
and Hayley's Decathlon, but that was never released. 


The player, as Eric, had to retrieve his terrible report from the -R@ Wen al 1 Oe ah 4 
headmaster's safe before it was sent home to his parents. To unlock | Pt dy — at leo "" ys 
the safe, the teachers (except Mr. Creak, the history teacher) had 2 Bae ere of 
to be coaxed into revealing the combination one letter at a time iN — héi9) 
~ after the shields on the schoo! walls have been set flashing either i mW ‘ 

by jumping to hit them or via a skilful deflected shot off the head of a MZ a sorldoy 
teacher from the catapult. Playtime was stressful, with hitches such as the school bully chasing the player, or the class swot 
going to tell on Eric for some mischief or other. The player could even sneak into classrooms and write on the blackboards —a 
key part of the game. To get the history teacher to reveal his letter of the combination, the player had to write his birth date 
— which was the year of a famous battle — on the blackboard before he entered the classroom. By hypnotic suggestion, Mr 
Creak would then divulge his letter. Once Eric had opened the safe (by writing the combination on a blackboard and going 
to the headmaster's study) and “amended” his report, the player then had to stop all the shields flashing to remove evidence 
of his tampering. Any transgression of school rules, e.g. fighting, not being in a seat during a lesson, hitting a teacher with a 


= — resulted in lines. If Eric reached 10,000 lines he was — from school and sent home to face the music. 
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“Tt would never happen in Grange Hill — that’s all I can say...” 
- Commodore User, December 1985 
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US Gold 
Epyx (Chuck But he: 
Somerville, Kevin - 


Norman, Jon Leupp, Michael Kosaka, Scott Nel- 
son, Larry Clague, Randy Glover) 


The Games Of The C64 Olympiad 


In just over a year, Epyx released three instalments in the Games series. 
The original Summer Games proved to be a big hit, and inevitably 
there was a Winter Games taking the action to the ski slopes. But 
Summer Games Il was the best of the three. Animation and graphics 
were excellent, with some nice soundtracks and, of course, national 
anthems for all the countries represented in the game. What made 
these. games stand out from similar sports games of the time was the . a 
control methods - the events were not about bashing buttons quickly “Bach of the eight events stand up well on their own — THE best 
(except cycling), but instead relied on skill and timing to succeed. sports simulation yet.” - ZZAP 64, September 1985 

The original Summer Games was actually published in the UK by mq 2 
Quicksilva, followed by CBS Records and then finally by US Gold, SUMMER GAMESII 

although the sequel only appeared from US Gold. A nice extra was eee 

the option available on the disk version of Summer Games II allowing a ie 
competition over the sixteen events from both titles. (The eight events 
from the original were the pole vault, diving, 100m sprint, 4x100m 
relay, gymnastics, two swimming events and clay pigeon shooting.) 
After the impressive opening ceremony, the athietes competed in a 
series of events, although beginners could practise a single event or 
try them all before going for the medals. The triple jump was all about 
timing the three phases, while the rowing (single sculls) required the 
player to build up a rhythm to maximise the speed of the boat. Javelin saw the player pressing fire to gain speed on the run- 
up before launching the javelin at an angle determined by holding left. The equestrian event (show jumping) was superb, 
with a beautifully animated horse trying to clear a series of obstacles without refusing a jump or unseating the rider. Back 
at the stadium the high jump proved tricky at higher settings of the bar, while the fencing offered a challenging computer 
opponent. Cycling was powered by rotating the joystick to follow an arrow, simulating the rider pedalling. Finally the white 
water was the setting for the kayaking, with the player having to tackle gates upstream and downstream in the right order. 
With the ales going dark, the closing eee. featured a man on a jetpack and a fireworks display to close the events. 


T] TAPES! DISK) CARTS 
Taskset —v * nN 


Andy Walker, Paul 
Hodgson 


Workmen Are Expendable... 


It may have been a sequel, but this game improved on the original 
in many ways. Graphics had a cartoonish quality, and the funniest | 
part was the comic interludes between the levels (including a couple 
of appearances for Sir Clive Sinclair's infamous electric car, the C5). 
Sound included metallic clunks as the pipes are fixed, and four catchy 
tunes that soon became annoying. The first few levels were relatively 
straightforward, but then it became a real challenge to stay on the 
pipe. There was an alternating two-player mode and the option to 
increase the number of lives, Long term it did lose its shine, but it was 


certainly an interesting and original twist on the platform game. : = 
ee ioe : oe “An improvement on a justifiably popular game... The game 

ine original Pipeline was inspired by a water pipe bursting in the play has been polished.” - Commodore User, June 1985 

askset office right above an expensive development machine. 
Taskset produced several memorable and unusual games, from the 
reggae-iniuenced Jammin’ to the caricatures of British politicians in 
Seaside Special. There was also the alcohol-inspired Bozo's Night Out, 
and the bizarre Poster Paster, where piayers took the role of aworkman 
putting up large posters. Sadly later titles such as Cadcam Warrior cid 
not sell well, resulting in the eventual closure of the company. 


In this game, the player was in charge of the white-coated foreman, 
Fred, whose job was to maintain the pipeline and fill a number of 
barrels of water on each of the sixteen levels. Fortunately he was . sacacdaiiaiasaaacaaiia PES 

armed with a gun to shoot the bad guys, and had the help of two workmen (both called Will) to fix the pipe. AS the levels 
increased, the number of barrels went up, the pipe got longer and the enemies got faster and tougher. One of the harshest 
enemies was the Lobster, which could only be shot from behind due to its tough shell; another “enemy”, the Shower of Tacks, 
was indestructible and could only be avoided. There were two classes of enemy — those that make leaks (e.g. the Blowtorch 
and Spanner), and those that chased the player (e.g. the Venusian Spider and the Plunger). Once a leak was made, the 
foreman had to direct one of the fwo workers to the spot so they could fix it. Of course, enemies would then try to knock the 
worker (and the foreman) off the pipe, and a leak left for too long drained the tank at the top of the pipe. 


TAPE™ DISKM CARTE 


mhingiOnyAtSprin 
hingionres Pa J ’ 


Micro Projects (Jason 
Perkins, Anthony Clark, 
Mark Rodgers) 
Zebedee Said, “That’s Too Tricky For Me, 
I'm Off!” 

This remarkably cute platform game had some great sprites and nicely 
drawn backgrounds, but the real killer feature was the music. Rob 
Hubbard produced a superb tune full of bouncy noises and effects 
that really suited the game, and was one of his earliest pieces as a full- 
time musician. (ZZAP 64's comment was that “The London Symphony 
Orchestra might just sound better"). At first it was very tricky to make 
any headway, with the early rooms being very difficult to navigate. 
But after a few games, the player would start to understand how to 
get around and then be able to concentrate on reaching the puzzle 
pieces. 


Thing on a Spring went on to become more famous for his appearances 
as a margin character in ZZAP 64 than from the game itself. Gremlin 
launched a re-modelled Thing (with shiny red nose) in the sequel, 
Thing Bounces Back, another tough platform game that featured 
music by Ben Daglish and a sub-game where Thing bounced through 
the pipework of the factory to reach different levels. 


The game started off with the revelation that the evil Toy Goblin had 
taken over the toy factory by casting a spell on all the toys. It was 
then Thing’ s job to make his way around the scrolling platforms of the factory to stop him. The clue to defeating the Goblin 
was in a jigsaw puzzle, so consequently Thing had to collect nine puzzle pieces from each of the four different floors. Each 
floor contained four rooms, connected by corridors that were filled with gremlins and blocks to hinder Thing's progress. Travel 
between floors was via a switch-activated lift. There were a total of five different switches, each disguised by the Goblin and 
hidden around the factory. Traps included disappearing platforms, springboards and slides, plus the ever-present bad guys 
(toys, telephones and gremlins) who drained Thing's oil on contact. When his oil ran out, Thing rusted and seized up ending 
the game. 


“Thing has so many good things going for it that I find it impos- 
sible to fault in any way...” - ZZAP 64, August 1985 


SitivemloMmmModoem=>b mb ook 985 


Violence Never Solved Anything... 


Way Of The Exploding Fist announced itself with a sampled scream 
on the loading screen, and some amazing Oriental music by Neil 
Brennan to back the action. The fighters were brilliantly animated, 
and the thuds and screams of pain augmented the game play to 
an impressive degree. At higher levels the computer became really 
tough to beat, until some players discovered the infamous “leg 
sweep" cheat. Using this one move it was possible to rack up millions 
of points, although playing the game properly to win was much more 
fun. The control method was superb and innovative, using only one 
fire button to perform all of the available moves. 


There is a lot of speculation about which came first - the original Fist 
or System 3's International Karate. IK was certainly in development 
before Fist, but a change of direction (and programming team) saw 
it delayed and Fist was ultimately released first. The sequel, Way Of 
The Exploding Fist ll, tried to add a large, sprawling adventure to the 
fighting action although this was unfortunately at the expense of the 
playability (and numerous bugs}. On the bright side, it also came with 
an updated version of the original game, which added an energy 
bar to replace the prior points scoring method. 


The game started with the player controlling one of two fighters, who 
faced each other with only their feet and fists to help them. Landing 


a move scored either a half or a full point, depending on how accurate the blow was. The first to score two paints won the 
bout, shown by the yin and yang symbols at the top of the screen (a system of scoring known as shobu nihon kumite). lf the 
scores were tied at the end of the time limit, then the judge would decide who had done better by holding up a coloured 
card (red or white). The ultimate aim was to reach 10" Dan, with two bouts to win per Dan. There was even a very odd bonus 
section where the player had to get past a bull- either by somersaulting over it, or timing a punch to floor it. The two player 
mode was also a good way to settle arguments, with the winner decided over four rounds by the amount of points scored. 
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“One of the best games launched this year... superb animation.” 
- Commodore User, July 1985 


ids6 

umours of a new machine from Commodore were proven true. The 

C64C used new chip technology, making it cheaper than ever for 
Commodore to produce each unit. However this revision did include a 
double-edged sword in the shape of the 8580 SID chip; with the volume 
“defect” partly corrected, many sampled sounds were now played at a 
lower volume instead. (Commodore also missed out information on ring 
modulation — an advanced sound technique created using more than one 
SID channel — in the redesigned user's manual). 


a ies grey wedge-shaped case was very similar to the original designs 
drawn up for the C64 before the money-saving decision was taken 
to re-use the VIC case. To match the new machine, the slim-line 1541 -II 
disk drive was released. The major changes were an external power pack 
and a turning handle to replace the earlier door mechanism. In Germany, 
a limited edition “golden” C64 was released to celebrate the millionth 
machine being sold there. 


n the UK, Amstrad took over the Sinclair computer range for just 
£500,000 and released the Plus 2 (although the release was hindered by 
technical problems, leading to a shortage of machines on the shelves). 


Alter, 
Activision 
Peter J Favaro (Ph.D), E.C. Hovarth 


Your Whole Life On A Disk... 


In terms of originality, this game from Activision really pushed the 
boundaries. It was part psychology, part board game, and simulated 
living a complete “life” making decisions along the way. The game 
measured how the player answered and provided information about 
the player's developing “personality” based on the choices made. 
The presentation was interesting, if a little simplistic with the icons all 
well drawn making it easy to follow. Of course there was also immense 
replay value in trying out different paths through life, successful or 
otherwise. 


Alter Ego was a huge game, originally coming on three double-sided 
floppy disks and was released in separate male and female version. 
Developed by Peter Favaro, a psychologist, many of the events in the 
game were based on hundreds of interviews with real people. 


The game started with a simple true/false questionnaire to determine 
the player's basic characteristics. These included intelligence, 
calmness, and how trustworthy the player was. Then the first of 
seven “ages” was presented as a chart full of icons, with each one 
containing a different experience. The heart icon, for example, dealt 
with relationships; the X-ray icon with health matters; and the brain 
icon with intelligence, The egg timer gave the player's current age 
and the bar chart icon revealed the current characteristics. Once 
an “event” icon was chosen, a series of options on how the player 


“Original, unusual, compelling, varied... When you're bored of 
life, you'll be bored of Alter Ego!” — 
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ZZAP 64, May 1986 


would react to the event were shown. These then affected the values of the player's characteristics and how they handled 
future situations. As the character aged, the range of options increased to include work and more relationships, with a list 
of major assets and debts being kept. Bad decisions could ultimately lead to an early demise — getting into a stranger's car, 
for example. Playing doctors and nurses could turn into a telling off, but more adult situations could be skipped (a warning 
was given before the situation was revealed). Many situations affected the player's social status, from choosing whether 
to invite the "fat kid” to a party to turning in a work colleague for fraud. At the end of each “age”, a review of the player's 
characteristics and how the events affected them was presented along with a set of options. The player could save a game 


in progress, replay the last age or continue fo live the virtual life. 


BMXéSimulator, TAPEW DISKiZ) CARTE 


Codemasters = 
David & Richard Darling, Jim Wilson || | |) * 


Riders Ready, Pedals Ready, “““+# Mitxxe 
Go! 


This game could be called a landmark in the “cheap and cheerful" 
budget market, since it launched a company who made it their 
speciality. An impressive title screen followed an attractive loading 
screen, with the options shown graphically. In the game itself 
everything did its job — the courses had plenty of defail, and the 
sprites were small but well defined. The title tune by David Whittaker 
was complemented by a few sound effects. The computer player 
was tough to beat; thanks to some very fight time limits on the later 
courses, but if was more fun with a human opponent. Looking back, 
time has not been kind on its flaws but it is still fun to play. 


David and Richard Darling had carved out a reputation in the budget 
market, creating games quickly for Mastertronic to cash in on trends. 
With the help of their father, they set up their own software company — 
Codemasters. Still going strong today, albeit now without the Darlings 
at the helm, what most people remember about their early games 
was the packaging, with its distinctive flash and the hype written 
by the Darlings themselves: “Fantastic graphics" “Amazing sound” 
“Great gameplay”. 


This game cashed in on the BMX craze that was popular during the 
1980s. Each course was seen from overhead like the arcade game 
Super Sprint. Bike control was simple; holding fire pedalled the bike : : 

faster and releasing fire let the bike slow down again. The player could decide how many of the seven different courses to 
race, with the overall winner decided by the points scored. The faster a race was completed, the more points were earned. 
There were tight corners to negotiate, bumps, water and tyres that lined the course. Crashing into the scenery or the other 
rider would see the player thrown to the ground and delayed for a few seconds. Each course had a time limit for completion, 
and failure to reach the finish line on time would end the game, At the end of each race a neat action replay could be 
played to show what happened, with an optional "slow-mo" mode for key moments. 
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that this is one of the best” 
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Palace ofthe 


Stan Schembri, Steve 
Brown 


’'m A Pumpkin, Man... 

If Cauldron was tough, Cauldron Il was tougher. An impressive 
attract sequence lead into the title screen with its animated nasties, 
accompanied by a spooky tune by Richard Joseph. The game was 
difficult to control, with the player often left bouncing wildly between 
two screens or trapped in a difficult spot. It was a real shame, 
because it was great to look at and the sound worked extremely 
well. Animation was good, with many familiar enemies from the first 
game and the addition of creatures such as the giant spider. The 
witch's cackle on your demise was also nicely done. Perseverance 
and a good map will help the player get more than a few screens in, 
but ultimately it was a very tricky game. 

The design of the witch's castle was inspired by the Palace logo, and 
artist Steve Brown actually made a sculpture of the witch fo help 
create the cover artwork. Programmer Stan Schembri would go on to 
work at System 3, creating the Last Ninja spin-off game Vendetta with 
its mixture of isometric action adventure and 3D driving sequences. 
The player took control of a young pumpkin warrior, bouncing around 
the Witch's castle to find the ingredients for a spell. Mixing them in the 
cauldron in the basement gave the pumpkin the power to zap the 
evil hag and win the game. Pressing fire started the game from one 
of a number of possible screens in the castle, with some locations 
proving easier than others. Pressing fire while standing still would 
increase the height of the pumpkin’ s bounce up to a maximum. Bouncing around the Baton: the player had to avoid the 
nasties until they found a magic spark, which provided the power to shoot them. Each shot reduced the pumpkin's energy, 
so it was vital to find another spark to restore it. The floating hands were one of the more annoying creatures to avoid, as they 
reversed the controls for a short time (shown by the pumpkin flashing, and was disabled by finding the goblet of wine), while 
the evil gargoyles would tilt their stone slabs sending the player plummeting into the moat (another nice sequence). Getting 
the axe let the pumpkin chop down the doors that were closed in some rooms. The scissors let the pumpkin cut a lock of the 
witch's hair while she slept, vital for the spell. Finally, with the hair and the spell book secured, it was a tricky trip down to the 
cauldron to cast the spell that would defeat the witch... 


“Cauldron II looks good, sounds good and plays even better. 


Miss out and you ‘ll regret it - ZZAP 64, June 1986 


Electric Dreams = 
ern Wat 
Fire And Brimstone... ~ 


Martin Walker was relatively unknown when he unleashed this highly 
original game through Activision's UK label. It was a well-polished 
title, let down by the poor instructions that made it initially difficult to 
understand (and which certainly contributed to the poor review score 
from Commodore User). Graphics were well drawn, with the main 
character using overlaid sprites to add detail. Backgrounds scrolled 
smoothly and were nice too, but the real highlight was the sound. Fires 
bumed, water dripped, clocks ticked — just a taster of what Walker 
would produce later in his career. 


Walker had suffered terrible time pressures in trying to complete the 
computer game version of Back to the Future. Left with a very basic 
game structure and some less than amazing graphics, the whole thing 
was put together in a matter of weeks. He also produced two games 
based on the British cartoon character Rupert the Bear for Argus Press 
Software. 


Chameleon was based around the elements, with the main character 
able to fire four different bolts (Air, Earth, Fire, and Water). The key 
was remembering the rules — for example, water beat fire, but turned 
air to water. On each level the player had to activate a number of 
stones before finding the exit, with later levels needing more stones 
to be activated. Crucially, the stones had to be found at the right 
time of the day, with the background changing colour to mark the 
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“just d ast 


oes not work as up ... it is hopelessly let 
down by the gameplay” - Commodore User, January 1987 


passage of time. (Sounds gave clues to when the stones could be “unlocked”, and when the exit was opened a flux symbol 
appeared). All the while the player was harassed by demons in the air and on the path. Shooting the path demon with the 
right element turned it into a flux symbol to replenish energy. Having opened the exit, the demons unleashed one last attack 
and the player had to eliminate them before teleporting to the next level. After fighting through four levels, each based on 
an element, the player then had to travel through Limbo, passing four stones under constant attack before reaching the exit. 
At the end of the game the player was awarded a rank based on how they had performed. 


Dare— PilotiOfanhe Future TAPEW DISKWZ) CARTE 


Virgin I 

Gang of Five (Andy Wilson, lan “agg | 
Mathias, Stu Jackson, Chris Black- (44) bint 
well) 


Pilot of the Future... 


The famous English comic book hero had undergone a revival, 
and Virgin snapped up the rights fo produce a game based on his 
adventures. The graphicssuccessfully attempted to capture the comic 
book style, using frames and captions, much like the later Batman The 
Caped Crusader game by Special FX. Sound was reasonable, with 
the title tune provided by Graham Marsh, also known as The Mighty 
Bogg. However, the real meat of this was in the gameplay. How to : POINTS eeeees7Z 
recover the torch hidden behind the rocks? How to climb down mEEN FS } Ys TIME «2f2735-00 
to that hatch? These simple puzzles required the player to selecta §& 

course of action with the joystick, the on screen captions telling you Old Dan Dare fans like me would be bound to nit-pick about 
whether or not the player was successful. some of the derail...” = Commadon User, October 1986 
There were two more games based on Dan Dare on the Cé4. Dan 
Dare Ii was set on the Mekon's spaceship. Interestingly, the player 
could be either Dan (trying fo destroy the Super Treens by shooting 
their life-support systems) or the Mekon (releasing the Super Treens Af ——- ee, . 
by activating the "release" buttons). Dan Dare 3 was developed by [3 ea 
Probe, and while it had more impressive graphics it soon became i |) > : 3 
repetitive. The aim was to destroy the Mekon clones on each 
level while searching for the jetpack fuel fo fly to the next section 
(portrayed with a “fly through the rings” sub-section). The Gang of 
Five re-used the laser beam idea as the basis for their next game, 
Rebel, also published by Virgin. 

With his colleagues Digby and the Professor captured, Dan had to find his way into the Mekon's base to free them and 
desiroy the evil alien's plans. Starting out on the planet surface, there were hatches to open and objecis for Dan to find 
and use, Dan was also followed around by his alien pet Stripey. When the player finally reached the heart of the base and 
rescued his colleagues, three doors stood between them and the Mekon. Using a giant laser, Dan moved and turned mirrors 
to reflect the beam to break down the doors. Then it was time to kill the Mekon with grenades, and make.an escape back 
to the surface and the waiting spaceship before the base self-destructed. 
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Software Projects 


John Darnell, Steve Birtles, Nicole 
Baikaloff, Colin Porch 


Insert Coin To Continue... 


How could an interactive laserdisk game with amazing cartoon 
graphics be squeezed into a C64? The answer was, it couldn't — but 
one could pick key scenes from the arcade game and try to put 
across the atmosphere and style of the original. Some of the levels 
featured a very large sprite for Dirk the Daring, complete with the 
original control style. The player simply had to press the right direction 
at the right time to avoid the hazard, be it fire, flying weapons or 
whatever. Other levels had a much smaller sprite on a single screen 
and more conirol. It was a very tricky game and a lot of time was 
spent repeating sections. Still it managed to capture some of the 
flavour with good graphics (despite the occasional glitch), plus some 
great Rob Hubbard music and well-made sound effects. 


Software Projects actually licensed the Coleco Adam version of the 
game for home computers, which took a similar approach to the 
source material. The end result was along multiload on tape, but with 
a subtle difference — a clever system actually loaded in the next level 
While the current level was being played. A second game, Escape 
From Singe’s Castle, had some impressive 3D sections but was just as 
difficult to play, gaining a much higher 90% rating (and a Sizzler) from 
ZZAP 64 on its release. Elite's budget label Encore re-released both 
games, inspiring the company to produce NES and SNES platform 
games featuring Dirk. 

Dirk had to rescue the princess Daphne from the lair of Singe the Dragon, and over nine scenes he had to avoid dying in. any 
way he could, First was the Falling Disk, plummeting down the lift shaft with the wind trying to push him over the edge. Next 
he had fo escape from Skull Hallway, dodging the bouncing skulls and huge skeletal hands. Swinging on ropes, Dirk had 
to escape the rising fires before entering the Weapons Room with its deadly axes and shields flying around. Jumping from 
ramp to ramp, Dirk then had to kill the Giddy Goons, only to end up in aroom filled with deadly tentacles to be avoided. The 
second falling disk led fo an encounter with the Black Knight on the Deadly Checkerboard, and then it was time to face his 
destiny as Dirk took on the dragon Singe and tried to rescue the princess. 


“,.. the people who programmed it just took on more than they 
can chew” - Commodore User, September 1986 


Druid TAPE! DISK CARTS 
Firebird ows 


Andrew Bailey, Bob Steven- 
son, Dene Carter 


Wizard Is About To Die... 


Druid drew its inspiration from the arcade game Gauntlet, but had a 
lot more depth to if. With some impressively animated graphics and 
well-drawn backdrops, Druid looked good. Sound inciuded some 
appropriate effects and a fondly remembered title tune by David 
Hanion. Laier levels were very tough, and running out of keys or 
getting stuck in the landscape was a constant problem. But for those 
who liked fo draw maps and explore, this was a great game. 


There were three more games in the Druid series. The sequel was known 
as Enlightenment and added many new types of spell and a greater 
depth of play. Gothik, coded by Gavin Raeburn, had the subiitie 
Druid 3 but was much closer fo the original Gauntlet in style, with two 
players searching for the Druid's bones. Finally, Warlock the Avenger 
by Millennium was very similar to the original Druid, right down to the 
control panel and many of the graphics. 


As the druid Hasrinaxx, the player had to free the land from the evil 
Acamantor, Exploring the overhead-scrolling world, the druid came 
across chests containing extra spells to help fight the enemy — fire, 
water and so on. The player also had fo find key spells to unlock the 
many doors that blocked fhe way. Possibly the most unique spell was 
the Golem, which created a follower who could be commanded with 
the keyboard fo.go in a direction, stay where it was or follow the druid. - , 
Alternatively, a second player could take conirol of the golem to bash the enemies uniil its energy ran out and a new spell 
had to be cast. Staircases and doors led to the next level, where stronger enemies awaited. Energy could be regained by 
standing on a magic pentacle, and an invisibility spell gave the player a short break from enemy attack. As the player shot 
enemies and moved through the levels, their rating (shown as a separate green bar) went up, from lowly ranks such as 
Apprentice and Half-wit to the ultimate accolade of Archmage. 
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“A great two player game and a real “fix” for Gauntlet junkies.” 
- ZZAP 64, October 1986 
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Elite 
Chris Butler, Ste Pickford 


Fancy Moving To 
Demon World Village? 


Due to the success of their conversions of Bombjack and Commando, 
Elite had developed a good relationship with Capcom, and were 
granted the rights to convert this title. Programmer Chris Butler put eee 
together a very competent conversion, although it did have its £ 

quirks — the most famous being when too many sprites appeared Eee EE ee ee ee 
on screen. The graphics were a pretty good representation of the [ary art WEAPON SCORE 001700 
arcade original, and the music by Mark Cooksey was excellent. it ae 

was Q very tough challenge in a similar way to the original game, and & & & & es Seow 
whilst there were a few niggles with the. controls they did not affect 
the overall quality. “An outstanding arcade conversion... 


As with the less well received conversion of Commando, a couple of ~ ZZAP 64, September 1986 
levels were absent from the C64 version due to memory constraints 
the Lower and Upper Castle, plus Astaroth's Throne Room. Not only 
that, the player got a generous five lives (instead of just three) to start 
with — and didn't have to beat the game twice (as in the arcade 
version) to see the knight and the princess reunited. The Japanese 
title of this game was Makaimura which literally translates to Demon 
World Village (F241). This game, the first of a loose series spanning ; 
multiple machines, including the direct sequel Ghouls ‘n Ghosts, spin- fa TIME 2:14 WEAPON SCORE 006100 
off Gargoyle’s Quest on the Game Boy (anditstwosequels Gargoyle's Halse] [is = SHEL MSO 
Quest 2 and Demon's Crest on the NES and SNES respectively), as well 
as the two excellent Maximo games on the PS2 (Maximo: Ghost's to Glory and Maximo vs. The Army of Zin). 

In this game, Sir Arthur had to fight his way through the Graveyard, the Forest, the Ice Palace and the Caves to free the 
Princess. Supernatural enemies such as zombies and fireball-spitting carnivorous plants attacked him on all sides. The first hit 
would remove his armour, leaving him to fight on in his underwear, and the second hit killed him outright, reducing him to a 
pile of bones. Some of the zombies carried pots containing bonus items. These included the dagger, the torch, the shield and 
the axe. At the end of each level a large boss character had to be beaten, for Arthur to reach the next level. 


Ghosts ‘n Goblins was a tremendously frustrating yet addictive game, and was. an extremely.competent conversion. 
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Ocean 
Denton Designs \ 


We’ll Ride Around Like 
Steve McQueen... 


The title of this game was taken from the famous World War Il movie, 
although the game was not a direct tie-in. This style of 3D isomeiric 
game was very popular on the ZX Spectrum, but less so on the Cé4. 
The black & white graphics portrayed the camp brilliantly with some 
clever masking effects, from the guard towers to the huts and the 
hidden network of tunnels underneath. Sound was limited, and the 
scrolling was not particularly smooth. But it was the atmosphere and te ZegEe 
the puzzles that drew the player back to plan yet another escape. 


Denton Designs produced another game in this style for the ZX Spectrum 
entitled Where Time Stood Still following a group of characters after a 
plane crash near a mysterious lost valley. Sadly it was never converted 1987 
to the Cé4. A third game, Wreckers, was originally planned for 8-bit 7 
computers, but was released in 1991 only for the Amiga and Atari ST. 


The year was 1942 and the player took the role of a prisoner of war. 
The aim was to escape from a prison camp located in a castle on 
the edge of the North Sea, collecting together the kit needed while 
avoiding the suspicion of the guards. The player even got Red Cross 
parcels, just like in the real camps. Shifting the stove in the prisoner's 
hut revealed the entrance to the underground network of tunnels 
that could be used to move around, although some passages were 
blocked and could be dug out with a shovel (when it was located) 
and a torch was useful to light the way. A bell sounded at regular intervals, with a message telling the player where they had 
to be at a certain time. (if the player did nothing, the hero would automatically follow the day's routine). One of the more 
important locations was the exercise yard, where prisoners were allowed to go for exercise during the day. Guards and dogs 
patrolled the area, watched from guard towers and kept an eye on the huts where the prisoners lived. Getting discovered 
in the wrong place would see the player escorted fo solitary confinement. More important than the score was the morale 
level, which dropped as things went badly and climbed as the escape plan progressed. There was also more than one way 
to escape, by cutting through the barbed wire fences or donning a German uniform to pass through checkpoints. 
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#4 justice. The 3D wireframe graphics worked really well, with different 
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MicroProse 

Sid Meier, Andy Hollis, 
Arnold Hendrick, Gregg 
Tavares, Michael Haire, Michele Mahan, 
Kim Disney 


Fierce And Elusive... 


The AH-64 Apache helicopter is a formidable weapon, from its anti- 
y tank rockets to its 30mm chain gun, and the game did its power 


colours to represent the changing terrain and time of day. There was 
a long-term challenge here in completing the different campaigns 
(Southeast Asia, Western Europe and so on) and earning all the 
medals. The controls were complicated, but the keyboard overlay 
helped in the heat of battle. The simulation was very different to 
that of a plane, because a helicopter behaved differently. (A good 
example — lose the engines fo battle damage, and the pilot could still 
perform the highly risky auto-rotation manoeuvre to land safely.) 
Tape users were wise to avoid the Kixx budget version that did not sf P 
allow saving of pilots to tape, and even the original tape version was a i Ay Aerie age 
tedious multiload. MicroProse followed up with Project Stealth Fighter, : i UY 

based around the then top-secret American plane. The performance 
and equipment was all based on extensive research of declassified 
material. Many criticised the gung-ho Americanism of Gunship and : Pig ss 
Project Stealth Fighter, most notably in the presentation screens. ti cn ane iit 
MicroProse gave the player a series of campaigns and training iCLIcAR | ON TAREE | 
missions to see what life was like as a front-line helicopter pilot. Before 

taking off, the player had to study the mission briefing (including the weather and time of day) and decide on what supplies 
to load into the helicopter. The cockpit display was dominated by the central CRT that operated in three modes — receiving 
incoming messages, map display and close-up of the current target. Weapons were chosen with a key and fired with the 
joystick button; it was important to learn the characteristics of each weapon and how they locked on. Targets included 
anti-aircraft guns, soldiers, armoured vehicles and even bunkers. Once the flight was over, the player's performance was 
evaluated. Medals such as the Purple Heart (for being injured in battle) and campaign ribbons (for completing several 
missions in one area) were awarded, and the player could then decide to try again or move on to the next mission. 


“An caandeg tanks pe . very clear poses sg great 
fun and very informative.” - Commodore Uses March 1987 
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Hewson 
Jeff Minter 


Is There Life On Other cits 
Planets? 


Jeff Minter came up with yet another original gameplay mechanic 
when programming Iridis Alpha. Graphics were a colourful and surreal 
mix of strange enemies and lots of rainbows, and the scrolling was fast 
and smooth. Sound was impressive, from the fractal-generated music 
of the title screen to the bizarre noises in the game. All in all it was 


another superb blasting package with a lot of brainpower required to WARP GATE GILBY CORE NOT#CORE 
enjoy it to its full. Just watch out for the deadly “Licker” sprites... ©, nena Points BERIT Wiad 
‘Win 


The fun wasn't over when you paused the game - first up was Made 
in France, an odd little sub-game based around reflecting a beam of 
light. (It was designed on a ski-ing trip Minter took to France with Tony 
Crowther, hence the name). Pausing Made in France unleashed DNA 
ll, a Minter demo with parameters that could be changed to create IRIDIS cy 
chains of moving sprites. OY se gen 


In tridis Alpha, the screen was split horizontally with the two halves = 
scrolling independently. The main ship, Gilby, was actually two ships in fi wy 
one. While one ship was active, the other was decaying on the other = 
“side”, so the player had to switch between them regularly to stop 
the inactive ship from dying, Another important point was that sitting 
still and shooting the enemies did not earn many points — the faster ae 

the ship speed, the greater the bonus for killing enemies. Energy was \ oer 

the key to the game — as the player shot enemies energy would be 

earned, but crashing into them made the energy level drop. Overloading or draining the energy level caused the player 
to die. Excess energy could be dumped into the core, and, when it was full there was a bonus level to earn extra points (a 
vertically scrolling shoot ‘em up game with a ship that shot to move, rather like the probe in one of Batalyx's sub-games.} 
There were five double-sided planets to fight across, with the enemies becoming harder as the game progressed. To make 
it even more complicated, the teleporter "pointer moved constantly, meaning the two ships could end up on different 
planets. At the end of the game a chart showed the player's progress in terms of waves completed on each of the five 
planets. (Pressing space during the game also paused the action and brought up the same status display). 


nag ins GEGEEEE wing W 
“The whole thing is displayed in glorious Mintervision... you'll 
probably need sunglasses...” -Commodore User, September 1986 
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Activision 
Lucasfilm (David Fox) 


David Bowie’s Mysterious 
Package... 


This game was written as a tie-in to the 1986 movie of the same 
name starring David Bowie (now almost legendary due to his “sturdy” 
appearance in tights). It was also a key title because it demonstrated 
how LucasArts would progress to develop their highly successful “point 
& click" adventures. Graphics included some lovely static screens and 
backgrounds, but it was the large sprites that really caught the eye. 
Composer Russell Lieblich provided some excellent tunes based on 
the movie's soundtrack, along with some strong sound effects. It took 
some getting used to the controls, and the player can get stuck in : 
certain sections without a way forward, But all in all it was a landmark “Recommended ... if you have no objection to paying fifteen 
title that remains largely forgotten today (no doubt in part due to the enjoyment.” - ZZAP 64, March 1987 
poor review from ZZAP 64 that put off potentialpurchasers), 9 i _= He Wave Seah WotehEng wou. We KHOR) 


Lucasfilm used the Labyrinth graphic system in an online game known 
as Habitat. Available through Q-Link (the forerunner of AOL), players 
could meet each other and chat, represented by their on screen 
character (known as an “avatar"). 


At the. start of the game, the player could choose to be male or 
female, and their favourite colour was then used as the colour of 
their character's clothes. The first section of the game: was a text 
adventure, with the player in the role of the babysitter trying to get 
to the cinema. Instead of typing in an action, potential moves were , ' : 

chosen from two wheels at the bottom of the screen. One contained the verbs (e.g. TAKE and OPEN}, the other the nouns 
(e.g. DOLLAR and DOOR). Once the player was in the cinema and the movie had started, Jareth the Goblin King would 
draw them through the screen into the Labyrinth, with only thirteen hours to save the baby (which Jareth had taken). The 
action was portrayed graphically from then on, with actions chosen from the verb/noun wheels at the bottom of the screen. 
(Pressing fire would repeat the last action, provided it made sense - e.g. TAKE would pick up the nearest object). To progress, 
the player had to throw rocks at Goblins, solve riddies, and get through mazes in order to to find the crystal ball needed to 
defeat Jareth, Along the way they would meet characters from the film, such as Alph and Ralph, Sir Diddymus and Hoggle. 
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US Gold HOLE 3 4 
Access (Bruce & Roger PAA 4 
Carver) COURSE 
Watch Out For The Water ANDREW 


Hazard On The First Tee... 


With the advent of this game, Bruce and Roger Carver had created 
a masterpiece, revolutionising the portrayal of golf as a computer 
game. The 3D graphics were superb for the time, with the course 
“drawing" itself as the player watched. The animation of the golfer 
was top notch too. Sound effects were appropriate and realistic — e.g. 
the swing of the club and the sound of the bail dropping into the hole. 
With four different courses and the option fo have up to four (human) 
players, games could last for ages, evolving into tense contests that 
would leave nerves and tempers frayed. 

The original disk release of this game came with a cassette port 
“dongle”, which had to be in place for the game to work. (Tape users 
could leave a key pressed to achieve the same effect). Leaderboard Lele li Tete 

was the first of a highly successful series. Leaderboard Tournament Ais 

provided a series of new courses to load into the original game, |i ee nS 
while Executive Leaderboard added trees and bunkers. World Class | (3 ” oy by, OY eruce niio roger onnuen 
Leaderboard upped the stakes with real courses like St. Andrews and a rs 

the Doral Country Club. The company would continue to develop 
many more golf games in the form of the PC classic Links series. 
Access also produced the excellent bowling simulation 10th Frame 
that had a similar style of control and graphics. 

After entering their names and choosing the number of holes to play, the players found themselves on the first tee. Each of 
the four different courses was made up of fairways and islands surrounded by water. Asin real golf, hitting a ball into the water 
cost a penalty stroke. A club was selected by moving up and down through the list of available clubs, and then the power 
of the stroke was set using the innovative “swingometer". The fire button was first held down to sef the required strength, and 
then a second press set the "snap" to determine whether a shot was straight or hooked/sliced. As in standard golf the player 
that was furthest from the hole took their next shot first. Putting was done by aiming and then holding the button down to 
determine the strength; the on screen indicator showed how much slope there was on the green. At the professional level 


the wind also affected how a shot was played. 
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Ocean Cae 
Sensible Software ater ! 
(Jon Hare, Chris Yates) 6/10" st: 


Drugging Scientist, Ho-Ho... 


Parallax kicked off with the credits and then threw an amazing 
psychedelic title sequence at the player’s senses. The letters of the 
title swirled onto the screen full of rapidly strobing lines of colour, and 
the epic Martin Galway tune blared out of the speakers. Upon starting, 
the game revealed the well-drawn bas-relief backgrounds and nicely 
animated sprites. Of course the real star of the show was the amazing 
parallax effect, with the player's ship being able to fly beneath the 
platforms. Meaty sound effects and tunes accompanied the action 
(even if the bizarre “game over" tune taunted the player for being 
useless). There was a real challenge in getting through all five levels ® ype re cranian mene ee 


intact. (a 
Chris Yates (main programmer) and Jon Hare (designer and graphic ee ee” sake picbanoses 
artist) set up Sensible Software with the help of a government grant. ——_--—_- 

Their first C64 release was the bizarre Galaxibirds, inspired (rather py Hows "i aciseee 
transparently) by the arcade game Galaxian, Parallax was their next Aha RARBAYANSin RABBAL ANON 
game, and was inspired by the scrolling in Gremlin’s Bounder. a 
The player was in control of the spaceship IBIS flying over a strange 
planet, when they inadvertently discovered it was a Death Star primed 
to destroy Earth. Each of the five areas was controlled by a large 
central computer, which prevented access to the next area until the 2G BOLER TAS. 

player had found the passcode to disable the computer. This involved = 

searching on foot the many hangars around the level, some of which contained enemies, but most contained terminals and 
vending machines. What the player was looking for were the scientists who each had a letter of the code, and their vital ID 
cards. Once shot, the player could search the scientist for the ID card and use it in a terminal to get the letter. To input the 
code into the central computer, the player had to buy drugs (called a Bonanza Pack), and then drug the scientist so he 
would co-operate and let the player fly into the next section. Black holes made the IBIS fly faster or slower depending on 
the direction they were flown through, hyperspace portals sent the craft to another point on the level and moving barriers 
would trap and badly damage the ship. Successfully getting through the five levels allowed the player the chance to enter 
hyperspace in hopes of reaching Earth in time to save if. 


PSI5sifiradingiC 
US IS PUES | 
Accolade (Mike Lorenzen, 


Mimi Doggett) 
Captain, The Craveniator Is 
Malfunctioning Again. | Have Commenced 
Repairs... 


Ever wanted to be a starship captain? Accolade gave you the 
chance with PSI 5 Trading Company, and if was a great game fo 
boot. Graphics were superb, using hi-res mode and cramming in lots 
of impressive animation. All the different crewmembers had emotive 
expressions and would crack under the siress of battle. Sound was 
very good too, with some excellent short tunes (by Ed Bogas) and 
effects. There was immense replay value in going back and trying out 
different strategies to survive. 


The tape version featured three pre-set missions on side one, while 
side two had the choice of crew and mission. Eventually, Accolade 
released this game and their baseball game Hardball in a compilation 
with a third game, Law of the West. This used a similar style of hi-res 
animation to portray the life of a sheriff ina small Wild West town. 
Meeting people led to a conversation where the player could select 
what to say next — which would trigger either a good response (such 
as information on the bad guys), or a shoot-out. 


In this game, the player took control of a cargo ship trying to make its 
deliveries through a dangerous sector of space. Choosing the crew 
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was achieved by reading through reports on each person/alien/robot's strengths and weaknesses, before picking one of the 
six candidates for each department. Launching from a starbase, the captain had to communicate with each department 
of the ship to set a course, engage the engines and so on. Scanning would soon reveal other ships out there, many of which 
were hostile. Then it was down to the weapons officer to destroy the enemies, while the repair department took care of any 
damage. A badly damaged ship would be stranded in space, boarded and looted until enough repairs were done fo let it 
get underway again. Losing all the cargo through damage or looting would end the mission. The final score was determined 
by how qui the carge was delivered, the ces eamed i killing enemies and how much winiaths had been taken. 


David Collier, Steve Wahid, 
Tony Pomfret, Bill Barna 


Don’t Push Me! 


The Sylvester Stallone film fransiated into a game that earned a 
mixed reception over the years. The background scrolled smoothly 
and there was some well-drawn jungle terrain, but the sprites were 
just about average - Rambo himseif used an overiay for more detail, 
but the enemy soldiers were poorly done. Martin Galway provided 
great music based on the film’s score and there were some good 
effects. It was also quite fun to cause some mayhem in the prison 
camp, blowing up everything in sight. Once the game had been 
completed: though, there was little incentive other than a higher 
score to draw the player back. 


ZZAP 64's initial review of the game was harsh, citing the Martin 
Galway music as being the only reason to play if. Oddly though, 
the budget re-release was heaped with praise and gained a Silver 
Medal. For those who are curious, the Morse code at the start of the 
loading tune (roughly) spelt out the names of the programming team. 
Ocean also converted the film sequel Rambo Ill into a game that was 
a mixture of an arcade adventure and an Operation Wolf styie 3D 
shoot ‘em up that received bad scores from the magazines. 


The game followed the plot of the film, with one man army John 
Rambo returning to Vietnam to find evidence of American prisoners 
of war still being held captive. Starting out with a knife and a bow, 


Rambo had to fight his way through the jungle to the camp. There was a machine gun to pick up on the way, but using the 


from which it’s licensed, this is mindless vio- 
lence at its very best...” - ZZAP 64, September 1989 


noisier weapons (the machine gun and the “explosive arrow" made with grenades) alerted the enemy to his presence and 
brought more soldiers out to hunt for him. At the camp Rambo freed a prisoner with his knife and then had to head north to 
the helicopter. Then he had fo fly back to the camp and Iand it on the helipad before freeing the remaining prisoners from 
the hut. Getting back into the helicopter, Rambo then had fo fly north to cross the border all the while being chased by a 
helicopter gunship, although that could be destroyed with the rocket launcher. Landing safely, Rambo went back again to 


rescue more men... 


Revs 

Firebird 7 ON 
Geoff Crammond 42s 
Put The Pedal To The ~*~ 
Metal... 


This was.not an arcade racing game, but a simulation of Formula 3 by 
the legendary Geoff Crammond. The manual even came with hints 
on how to drive the tracks from professional racer David Hunt (who 
drove the Ralt Toyota car the game was based on). The two tracks in 
the game were very well modelled, including hills and very accurate 
bends. The track-side features were limited to the corner boards and 
distance signs before a turn. The other cars were displayed in black & 
white, with a neat effect in the wing mirrors that tricked the eye into 
seeing the entire car. A major drawback with the original was the lack 
of a digital joystick option although this was later added by hackers. 


Revs had originally been published on the BBC with just a single track 
-— a detailed recreation of the Silverstone Grand Prix circuit. The C64 
version featured an additional track in the form of Brands Hatch. An 
enhanced version, Revs+, was released in 1987 and came with a fotal 
of six tracks and a digital joystick option. 


The first trial for the player was to qualify for the race. The race began 
after the player had configured his car, setting the angle. of the front 
and back wings, which determined the amount of downforce. High 
downforce from a high angle gave better grip when cornering, but 
low angles gave a faster top speed on the straight. Out on the track 
the player pressed a key to.activate the starter, put the car into gear 
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“Revs could be the best driving game yet, but it isn't [due to lack 
of digital joystick support}” - Commodore User, January1986 
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and took off from a standing start. It was crucial to watch the wing mirrors for cars behind as setting a fast time gave a 
higher place on the twenty-car grid. After choosing the race setting for the wings, the player found themselves on the grid 
surrounded by the other cars. The lights turned green and the race was on, Completing a number of laps gave the race 
results and the chance to try again. Viewed from the car's cockpit, the most important features were the gear lever (showing 
what gear the car was in) and the rev counter for timing gear changes. Skidding off the track and into the barriers would. cost 
the driver valuable seconds as the car was replaced on the track. Hitting an opponent could leave the other car stranded 


inherSentinel TAPE! DISK! CARTE 
Firebird — ee 
Geoff Crammond 


All Seeing, All 
Powerful... 


For an 8-bit machine, the 3D landscapes of The Sentinel, with each 
landscape having its own distinctive colourscheme, were an impressive 
sight, despite the slow speed ait which they updated. Sound was basic 
but effective, and the short tunes were pleasant and the other effects 
worked. This game represented a long-term challenge — with 10,000 
levels to beat it was no picnic. 

ZZAP 64 took the controversial decision to review The Sentinel without 
giving it a score although it was given a Gold Medal to show that it was 
state of the art. The US version was known as The Sentry to avoid being 
confused with Synapse's earlier game called Sentinel, a Star Raiders- “100% original ... Basically, what you have here is the best game 
style shoot ‘em up. ever written for a computer.” - ZZAP 64, December 1986 

The player took control of a robot trying to defeat the Sentinel. The r 

Sentinel started on its plinth at the highest point in the landscape, the 
robot usually at a very low point in a valley. The robot moved by using 
its energy to create a new robot shell, and then it transferred into the 
new shell. The old shell could then be re-absorbed. To get to higher 
levels, the robot could also create boulders and place its new shell on 
top, allowing it to see further. Line of sight was an important factor — 
the player could absorb anything if it could see the square (or boulder) 
the object was standing on. Line of sight applied to the Sentinel as 
well. Dotted around the landscape were lots of trees, each worth one 
energy unit, while boulders were worth two units, and a robot shell three. The energy level in each landscape remained 
constant, an important rule to remember. If the Sentinel could see the square (or the boulder) that the player was standing 
on, it would start to absorb the robot's energy, creating a tree for each unit of energy it stole. Later levels added Sentries that 
could also drain the player's energy. If the Sentinel or a Sentry could not see the entire square the player stood on, a nearby 
tree could be turned into a Meanie. If this enemy locked on to the robot it would make the player hyperspace to a random 
square, costing three units of energy since a new robot shell was created. Once the player had climbed high enough, the 
Sentinel could be absorbed and a robot shell placed on the plinth. Transferring into the robot and hyperspacing would end 
the level. The amount of energy left would determine how many levels forward the player would jump. 
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Electric Dreams 


Paul Shirley 

I’m So Dizzy, My Head Is 
Spinning... 

Drawing comparisons with Marble Madness, the isometric graphics of 
this game were impressively rendered — and the ability to change the 
viewpoint was most welcome. Ignoring the almost total lack of sound, 
the main sprite (which could be changed for one of three different 
forms) and the enemies all looked good. It was a huge challenge to 
explore all three hundred screens and complete the game. Control 
was responsive, and if the player died it always felt like it was the 
player's mistake rather than the fault of the game — a feature sadly 
overlooked in many games. As an additional bonus, there was also 
the unique (but impractical) two-player mode, in which each player 
controlled a different axis of movement! 

The US version added a short introductory tune, but nothing else. The 


game featured a cheat mode to help struggling players; typing PAUL 
on the title screen would give extra time for each room visited. The 


“Spindizzy is destined to be a classic. It’s beautifully thought out 
and highly absorbing to play” - ZZAP 64, June 1986 


impressive sequel, Spindizzy Worlds was published for Amiga, Atari ST <a FER 
(1990) and SNES (1993). : ele jaa 
The aim of the game was to use GERALD (Geographic Environmental P ee: F -< } 


Reconnaissance Land Mapping Device), an automated mapping ie Se 
droid to visit all 386 screens in a strange new dimension. With a mixture cz Sostea sts 
of slopes, lifts, water and icy surfaces, each screen posed a different - 
challenge. Fortunately there was a “training” section near the start 
that introduced the player to the game where time ran very slowly. Most areas had a variety of switches that either activated 
the lifts, or changed the layout of the landscape. GERALD accelerated as he moved, and fire could be pressed to move 
him at an even higher speed. This was essential for making some of the jumps, with some areas also featuring bounce pads 
to send him flying further. Trying to stop GERALD were various enemies, who would push him the wrong way or freeze him in 
place. Diamonds could be collected to add extra time, which was also awarded for reaching a new screen. Dying drained 
time, so if was essential to keep making progress. A map showed which screens had been visited, and at the end of the 
game, the player was rated on the percentage of screens visited and the percentage of diamonds retrieved. 


—————— 
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Domark 
Mark Greenshields, Rich- 
ard Naylor 


Vote Commodore! 


This was a fun puzzle game, which got very difficulf by the last few 
levels. Presentation was good, with a David Whittaker tune on the title 
screen and a few in-game tunes accompanied by sound effects that 
were quite basic (but appropriate for the action). The large pictures 
were very well drawn and fairly recognisable. (if you lived in Britain in 
the 1980s - although there was an American version with different 
pictures). Control did take a bit of getting used to, but worked fine. 


The game was inspired by the British TV show Spitting Image, which 
used puppets of politicians and famous people in its satirical comedy. 
However Domark did not have the rights to the name, and due tothe “PY Griginal, funny, playable and ~ 

obvious similarities, it was changed from Splitting Images. A few YeOrs best arcade puzzlers on the [C64]” — ZZAP 64, September 1986 
later Domark would try again with a very poor beat-em-up called phere Dat : 

Spitting Image that was licensed from the TV show. : 


The aim was fo re-assemble a scrambled porirait of a famous person, 
such as Ronald Reagan, Margaret Thatcher, computer inventor Clive 
Sinclair and actress Marilyn Monroe. Pieces were sent into the arena 
by pressing fire in the piece box. A smail display screen showed what 
the completed picture looked like, and where fhe current piece 
fitted. The cursor was placed over a piece, fire was held. again and 
a direction was pressed to slide the piece in that direction. However, 
sparks on the edge of the screen would repel the piece back in the o 
direction it came. On later levels, care would have to be taken to avoid knocking pieces sideways or out of an open door. 
The piece box would also dispatch bonus objects, Each level had pairs of objects that could be collided for bonus points. 
For example, on Reagan's screen, colliding the "finger on the button” with the “mushroom cloud" earned bonus points (and 
the phrase "God Bless America"). The. deadliest object was the bomb, which would explode and kill the player unless it was 
defused with a tap (the water putting out the fuse). A time limit ticked down, but extra time could be earned by smashing 
two diamonds together. Putting together the bullet and the gun awarded a x2 score multiplier for the. rest of the level. 
Unwanted pieces could be slic out of the doors at the top, bottom and left hand side, re-appearing in the queue of pieces 
the next level started. 
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jjau Ceti 
CRL 
John Twiddy 


Out Of This World... 


The clever 3D shading of the ZX Spectrum original (by Peter Cooke) 
was even more impressive in colour on the C64 version. There were 
dramatic changes as the sun moved across the sky generating 
shadows, and then everything plunged into darkness when it set and 
the moon rose. Presentation was top notch, particularly the zooming 
map display and the detailed contro! panel. The combination of 
dogfights, puzzles and exploration was superb. Being able to save a 
game in progress meant it was easy to return to, and with many cities 
to discover if was one for the mappers. 


Some fun: could be had with the computer's keyboard input when the 
playeris docked at a building. Using profanity would get the computer 
to react with “Same to you with bells on". Telling the computer to 
go forth and multiply (or four letter equivalent) resulted in an angry 
response and the machine resetting! It’s areal shame that the sequel 
Academy, with its skimmer design mode, did not make it to the Cé4. 


A meteor had crashed into a reactor on the colony of Tau Ceti Ill and 
released deadly radiation, sending the automated defences wild. 
A colony craft sent to re-populate the planet disappeared, so the 
player was sent in to investigate in a Galcorp Class Skimmer. This high- 
tech machine featured many gadgets, like a radar display and infra- 
red vision sensors. It was also armed with a limited number of missiles, 
anti-missile missiles and a laser system that was prone to overheating if 
used too much. The player explored the cities looking, for cooling rods 
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to place into the malfunctioning nuclear reactor in the capital, Centralis. The rods were found in the many buildings that could 
be docked with, which also allowed the player to use the computer system. In the system was a map of the whole planet 
that could be zoomed in and out to look at the different cities (connected by a system of jump pads), and a notepad for 
jotting down useful information. Certain buildings allowed the player to re-arm and repair the skimmer, and to save the game 
in progress. Out fo stop the player were many types of robot that wouid aitack the player on sight, and automated guns on 
certain buildings. Having got a few of the rods, they had to be assembied by putting two pieces together like a jigsaw, and 
then inserted into the central reactor, bearing in mind that time was limited due to the high radiation in the area. 


mhrust TAPEW DISK) CARTE 
Firebird ° BD . fl a Ga 
Jeremy Smith? 


The Reactor, It’s 


Gonna Blow... 


This was another game that started life on the BBC and made a 
successful transition to the C64. While the graphics looked simple, 
being just vector outlines, they were well drawn and moved fairly 
smoothly, although unfortunately the scrolling could be a bit slow 
and jerky. There was also an impressive loading screen, and a classic 
piece of Rob Hubbard music. |f took a while to master the controls 
(the game was best played with keys) but the urge to complete all 
the levels was strong. 


Thrust was heavily inspired by the arcade game Gravitar, which used 
a similar vector graphic view. Demo coders Ash & Dave turned the 
Rob Hubbard music into a Compunet demo called Thrust Concert, 
which had musicians piaying along in time to the tune. When it was 
on display at a computer show, some people thought that the demo 
was included in the game... There is a fantastic homebrew version of 
Thrust now available for the Vectrex console, complete with emulated 
SID music, as well as a cartridge version for the Atari 2600. 


In Thrust, the player fook fhe controls of a rebel fighter, battling against 
the evil Intergalactic Empire. On each planet the aim was to steal the 
Klystron Orb, a vital source of power from the local facility. The player 
did this by hovering over the orb and using a tractor beam to haul it 
upwards to escape. Defending against the player's getaway were 
limpet guns on the facility's walls and surface. These were powered by a reactor that could be shot to stop them firing. 
However, if the reactor took too much damage it would overload and destroy the planet — giving the player a very short 
countdown to escape. The player could also use their shield to stop the guns destroying the ship, but this would use up fuel. 


More fuel could be gained by finding a fuel pod and using the shield to siphon fuel into the ship's tanks. (The fuel pod would 


disappear when exhausted). Later levels added bariers opened by hitting a switch. Completing all six levels meant the 
game restarted with reverse gravity, and finishing those six levels then repeated them with invisible landscapes. 


Lheacomncdoc=5 1a 00 FFE 


For a budget game it really is a £2 sensation... mind-bendingly 
difficult” - Commodore User, May 1986 
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Gremlin Graphics 

Mr Chip Software (Shaun 
Southern & Andrew Mor- 
ris) 

Warp Speed, Mr Southern... 


Originally developed on the Commodore 16, this was a great game 
that transferred very effectively to the larger machine. The 3D effect [iehilidlaasiallll asiatadlaleal titel aaidaiealiaeeal shail aaa 
was very convincing, particularly when moving at speed. Sound iyi ais |= tti{) se , ‘ + oe 


consisted of a pleasant tune and some nice spot effects. There was 
also more than one way to play — the player could practice a few 
levels, compete against the computer or go for a high score in the 
arcade mode. The game was most rewarding in the two-player mode, 
where the player could knock his human opponent off the edge. 


Like many of Southern's games, there was a very long scrolling “Ifyou're after an unusual and ‘immensely addictive race © game, 
message on the title screen. The game was very well received for the then look no further than this...” - ZZAP 64, December Ll 
time, and many years later he went on to produce a new version of ; 

Trailblazer for the ill-fated Gizmondo handheld. 


In this game, the player took control of a white ball travelling down an 
intergalactic highway. at great speed, trying not to fall off the edges § 
or into the holes and gaps. Different coloured squares affected the TRALLBLAZER WAKTTEN BY S SOUTHERN (986. 
ball in different ways. Purple squares stopped the ball in its tracks, eT ee ; 

red slowed it down and green sped it up. The dreaded cyan squares . 
reversed the controls, confusing the player. Blue made the ball jump, 
but most important of all (in arcade mode) was the white “warp” tile. 
This accelerated the ball to tremendous speed. The aim was to reach the finish line (a zone of grey squares) before the time 
ran out. 


In arcade mode, there was a limited number of jumps and every few levels there was a bonus game to play. The ball jumped 
to a sequence of squares and then the player had to copy that sequence. Making a mistake took the player back to the 
main game and the next level. wo player matches took place over a choice of three levels, and a computer robot provided 
the opposition if none was available. The winner of a match was the player with the lower overall time. There was also a 
practice option, letting the player try out any of the twenty-one different levels. 


Tony Crowther 
It’s A Trap! 


Tony Crowther's vertically scrolling shoot 'em up did not get a 
favourable reaction from the gaming press. Many thought the 
graphics were garish or the gameplay too difficult, and indeed it 
was a real challenge to get more than a few levels in. The graphics 
had a distinctive (and opinion-polarising) style, although the ships 
available for the player to select were nicely designed. Sound effects 
were good, but the real star was the main tune by Ben Daglish. (Tape 
owners got a special stereo mix, created with two Cé4s). 


Hidden away in Trap were two extra features. The “cheat" menu was 
found by holding down Shift and RAT on the title screen. This allowed 
the player to redefine the keys and alter the number of orbs and lives 
the player started with. More impressive was the Gladiator demo, 
accessed by typing “demo” into the high score table — then a large 
gladiator pounded a drum in time with the haunting music while an 
animated story played out on the screen, This was later released as a 
separate graphic demo advertising the Compunet network. 


The story for this game set the player as a mercenary fighting through 
a system of planets. Launching from the space station, there was a 
minefield to dodge through before the planet surface was reached. 
Here, a set number of targets had to be destroyed in three categories 
— aliens, lasers and boats. Aliens flew across the screen, lasers fired 
from the “wall” of the landscape and boats could be bombed. Giant 
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“Although high on skills and thrills, Trap may not be original 
enough...” - Commodore User, September 1985 
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eyes acted as radar and called in the intergalactic police if they were not taken out quickly. A cargo ship would periodically 
fly down the screen; shooting it would release cargo to be picked up and dropped to little men on the surface, although 
bombing the men would bring down the wrath of an indestructible ship. Another important target were fuel dumps, which 
could be hit with a bomb to refuel the ship; running out of fuel warped the player to a higher level making it very difficult to 
survive. A smart bomb could be used to take out everything on screen, but enemies killed with it did not count towards the 
level totals and it took a while to recharge. When the count of aliens, lasers and boats all reached zero, the player flew to 
a landing strip. Now on foot, the player would run through the pits and more aliens to try and collect the Orb, which let the 
player choose a better ship (with faster firing and recharge capability, as well as more cargo capacity) for the next level. 


rivial)/Pursuit 
Domark 
Oxford Digital Enterprises 


It’s On The Tip Of My 
Tongue... 


There have been many attempts to recreate the fun of a family 
boardgame on a computer screen, and this was one of the more 
successful. The screen display was bright and colourful but clear to 
read. The TP character was animated well and a lot of fun to watch, 
but he could be turned off to speed up the game. There were some 
decent sound effects, but the music was not always as clear as it could 
have been. The ability to load in new blocks of questions prevented 
the problem of learning all the answers quickly. 


The boardgame was remembered as a top toy of the 1980s and is still 
very popular today with many different editions on the market. One 
of the ideas that initially extended its shelf life was the introduction 
of add-on sets of questions with a particular theme. This applied 
to the computer game as weil — a clever tape format allowed the 
same question cassette to be used on ZX Spectrum, Amstrad and 
Commodore. The sequel! developed for computers was called A 
New Beginning and saw TP taking off in a rocket to explore space, 
gathering six useful objects instead of wedges. 


The computer game closely resembled the original boardgame, but 
introduced a cute character called TP. TP threw a dart at numbers to 
represent the roll of the dice, then walked into the “drawing room" 
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to ask a question. Once the question was asked, pressing fire would display the answer — and then it was up to the player to 
answer honestly, yes or no, whether they had gotten it right. There was also the option of a timer, allowing the players to set 
a limit on how long an answer could take to be given. Making use of the computer format, TP would go to a ghetto blaster 
fo play a short clip of music and ask a question about it, or pull down a projector screen to show a graphical question (such 
as a diagram of a cricket field). Like the boardgame, each player had to earn six wedges, one for each of the categories, 
and then answer a final question at the centre of the board to win. A useful bar chart showed each player's strengths and 
weaknesses by breaking down how many right answers they had in each category. 


Hewson 
Andrew Braybrook 


One Ship Remaining... — - 


This was a slick shoot 'em up with some depth. Steve Turner's short 
title screen tune gave way to a great range of effects, particularly 
the explosion sound, Graphics were impressive, with a huge red and 
yellow cloud as the player's ship was destroyed, and the metallic 
backdrops smoothly scrolling left and right. Control of the ship was 
perfect as it flipped back and forth and unleashed lots of bullets. It 
needed them, because the difficulty level was quite high. All together 
it added up to a well-respected game that is still playable today. 


Andrew Braybrook tweaked the game to produce Uridium+, which 
had a new set of trickier levels. Many claimed that Uridium was 
inspired by the vertically scrolling arcade game Starforce — a charge 
that could also be levelled at Warhawk (on the next page). 


Uridium was also converted to the ZX Spectrum (thought by many 
to be an impossible task). It was an impressive conversion, and the 
monochrome graphics were more detailed, although the scrolling just 
was not as good as the Cé4 version. A sequel, Uridium 2, appeared 
on the Amiga computer in 1993 to lukewarm reviews (e.g. 78% in CU 
Amiga magazine). 


In Uridium, the player was in control of a Manta fighter, flying over the 
surface of the huge Dreadnoughts. On each level, the player had to 
destroy waves of attacking enemies and damage the Dreadnought 
by shooting destructible surface features. There were also walls and 
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“...an excellent game that should be on every 64 owner's software 
shelf” —- ZZAP 64, March 1986 


antennae that rose from the surface and the player had to avoid crashing into them. To squeeze through narrow gaps, the 


ship could be rotated ninety degrees onto an edge. 


Ports on the big ship also released homing mines that would track the ship and try to kill it before their fuel ran out. After 
enough enemies have been destroyed a “land now" message appeared and the ship had to reach the runway. This led 
to the bonus section, where points could be earned on the fruit machine with its flashing lights alternating between a score 


Warhawk: 


Firebird 


Proteus Developments, Stephen 
Robertson 


May The Starforce Be With ven. 


Warhawk owed a great deai to the arcade game Starforce, from 
its vertical scroll fo the power-up star. What drove it along was the 
amazing music by Rob Hubbard, coupled with some good graphics. 
A minor flaw was the way the sound effects replaced one channel 
of the music as it played during the game, and ultimately it did get 
repetitive, since each level was basically the same. The prototype 
version actually had a large boss at the end of each level in the style 
of Starforce, but the final release version had a deluge of enemies to 
be destroyed or avoided. However, as a budget blast it was good fun 
for a while. 


The game was in development under the name Proteus, before it 
was renamed Warhawk for its release by Firebird. The superb title tune 
was actually inspired by John Keating's The Unknown Planet, from the 
album Space Experience. 


The player's Warhawk fighter flew across space and through the 
asteroid belts, taking on waves of aliens and destroying the surface 
features of many enemy installations. Particularly tricky was one type 
of alien that flew down the screen and then turned toward the player, 
rushing horizontally at them. 


There were also indestructible mines, and enemy bullets that tracked 
the player's movement across the screen. In among the aliens was a 
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satellite, which could be shot to earn a power-up star — this gave faster firing for a short time. Rather than lives, the player had 
an energy bar, shown by nine triangles at the bottom of the screen. Colliding with enemies or their bullets drained energy, 
and when it was all gone if was game over. At the end of each level a swarm of enemies flew down the screen on the attack, 
and the player had to dodge or destroy them for a set period of time. The player then earned a bonus based on the amount 
of energy remaining, which was refilled before attempting the next level. 


Warhawk was a worthwhile game at a budge? price, even if the influence of Starforce was probably a little too obvious. 


World Games TAPE®! DISK! CARTS) 
US Gold 

Epyx/K-Byte (Matt Decker, 

Joe Simko, Chris Desterling, Yi 510 9/10 
Doug Dragin, Bob MacDowell, Jay Braman, Jeff Webb, : ai 
Brent DeGraaf, Steve Mage, Michael Kosaka, Jenny er Sid ey re rarer ea 
Martin, Susie Greene, Courtney Granner) : : 


I’m A Lumberjack... 


For this entry in the Games series, Epyx crammed in an unusual series 
of events from around the world. The multi-load was quite long, but 
bearable even on tape. Once again the animation and detail in the 
graphics was excellent. Touches of humour were evident throughout, 
from the purple face of the straining weightlifter to the caber tosser 
dancing a jig after a successful throw. Control was spot on, relying on 
skill rather than mindless waggling of the joystick. 


Each event took place in a different couniry, with a short travelogue 
screen appearing beforehand. This featured a rotating globe with a 
flashing dot showing the location, and a short piece of text describing 
the origins of the sport. 


The players once again chose a country to compete for and then 
took part in a gruelling series of events around the worid. First up was 
the weight-lifting from Russia, split into the two disciplines of snatch 
and clean & jerk. Weight was applied to the bar and a combined 
total for the two types of liff decided the medals. Things took a colder 
turn with the barrel jumping, the player skating towards the line of 
barrels and trying to clear them all in one jump before landing safely 
(and not plummeting through the ice). Next if was off to Mexico for the cliff diving, with the player having to time the dive 
with the position of the waves and avoiding the seabed. A clean eniry into the water guaranteed big points. More snow and 
ice featured in the French slalom event, with the best time of two runs counting. Canada and North America hosted the 
next two events, the tricky log rolling and the excitement of bull riding at the rodeo. A selection of bulls each had their own 
temperament, with the player hanging on as it bucked and turned. The traditional Highland game of caber tossing was next, 
with the player trying to avoid dropping the long wooden pole on his own foot or head. The journey came fo a close with the 
traditional sepa SORES of Sumo ecaina, the two contestants fighting to throw the other out of the ring. 


“Yet another quality Epys production... dhare aie so many Sail 
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FRE base unit, which contained a disk drive. The initial model featured a metal 


to use it was GEOS (see 1988). 


\7 | cera the slim-line Amiga 500 went on sale for just US$59§ 
— still more expensive than the rival Atari ST, but well placed to take 


devices for the C64 like Jiffy DOS Ca plug-in ROM ship, which added extra 
commands for dealing with disk drives, and sped up any drive which had the 
necessary chip added to it). The Nintendo Entertainment System finally 
reached the UK thanks to the toy company Mattel signing a distribu ition 
deal, but Sega’s Master System had already gained a strong foothold. 


Aliens 


Electric Dreams 
Software Studios 


“Drake, Check Your Camera. 
There Seems To Be A Malfunction.” 


The UK version of Aliens was a very atmospheric game, from the 
crew portraits and the spikes of the heartbeat graph, fo the well- 
designed backgrounds and aliens. The difficulty level was high, but 
once the player knew their way around the complex (with the aid of 
the provided map) they could get to the Alien Queen a lot quicker. 
The challenge came from keeping all six people alive to escape the 
complex of over two hundred locations. 


Two different game were created based on the movie — the American 
version being a series of mini-games recreating parts of the movie 
in different game styles. The UK version concentrated on the actual 
infiltration of the habitat, and drew on what happened after the APC 
sequence from the film. The original Alien also. made the jump to 
computer formats, with a clever “personality” system. The platform- 
based Alien 3 (developed by Probe Software and converted to 
consoles) was also released late in the C64’s commercial life. 


The player saw the action through the eyes of one of six main 
characters, with the status panel at the bottom giving readouts of the 
character's location, ammo and heartbeat. The six characters were 
Ripley (sole survivor of the first film), Gorman, Hicks, Vasquez, Burke 
and the android Bishop. Switching between characters was done at 
the press of a key, and the player could use commands (e.g. 6W 
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“Tr’s the first film tie-in I’ve seen that actually captures the fla- 
vour of its celluloid counterpart...” - ZZAP 64, April 1987 


would tell that character to head six rooms west) to move them around faster. They could only carry out such an insiruction 
if something was not blocking their way. The first clue that something was wrong was the alien growth on the walls that had 
to be blasted away. Then an alarm would sound and the xenomorph scuttled along the screen. The player had to be quick 
to shoot it before it turned and headed towards the front of the screen. Failure meant the player needed to send another 
character there to kill the Alien and save the crewmember from implantation. When the lights went out, the player had to 
watch out for Eggs and Face Huggers, and there was also Newt to find (fhe young girl who was the last of the colonists left 
alive). The ultimate aim was to destroy the Queen and her Eggs before returning to the APC in the first location. 


Aiternative Games L TAPE DISK@! CARTS 


Gremlin Graphics 
Andromeda 


“And Now For The Medallists In 
The Pillow Fight...” 


The serious sporting nature of the Epyx Games series was ripe for a 
parody — and Gremlin provided it in spades (with help from developer 
Andromeda). Graphics ranged from adequate to very good, with 
some funny animation and lovely backgrounds. Music from Ben Daglish 
was excellent. The only letdown was the complexity of some of the 
controls, and the long loading times for individual events. The game 
also lacked areal medal ceremony, with standings just presented as a 
screen of text. Still, for some wacky multiplayer action this fit the bill. 


Hungary, still part of the Eastern Bloc aft the time, was home to 
developers Andromeda. Among their titles were Mirrorsoft's earliest 
release Caesar the Cat, the classic Golf Construction Set, the 3D maze 
game Scarabaeus and the C64 conversion of Tetris. US Gold published 
this game as Sports-a-Roni in America in 1988. 


With Fanfare for the Common Man heralding the start of the game, 
players chose their country by picking a flag. A well-animated parrot 
put the relevant anthem on the record player (including the Monty 
Python Lumberjack song for Canada). Choosing which event to play 
was done on another clever screen — nine small videos showed a 
preview of the events, with the last giving the choice of competing or 
practising. The events were not typical Olympic fare. The Sack Race 
was made tougher by manholes in the alleyway, and Plate Balancing 


ole multi-event 


took place by the Leaning Tower of Pisa. Next up was River Jumping with the aid of a long pole. Then there was Boot Throwing 
outside the Coliseum, with the option of choosing an empty boot or one filled with water (which would travel further, but was 
harder to swing). Turning over the tape or disk, the next event was Pole Climbing (io reach the top and bring a bottle down 
safely). Running Up A Wall was one of the trickier events, with the player trying fo stick a hat at the highest point reached. 
Somebody was bound to get soaked in the Pillow Fighting, held on a gondola in Venice, and finally the player had to jump 
around the ruins of ancient Greece with a pago stick in the Balloon Bursting event. 


Apollos TAPE(Z! DISKI® CARTS 


Accolade 
Artech (Philip Armstrong, Lise Men- _. 
doza, Grant Campbell, Rick Banks, 
Paul Butler) 


“First Stage Pressurised...” 


Accolade’s simulation was an ambitious game, recreating an entire 
Apollo mission from take-off to splashdown. For space fans, this was 
a good experience and an interesting package. The quality of both 
graphics and sound varied through the game. Highlights included 
digitised pictures and: sampled speech (which crackled and hissed 
like a voice over radio), plus some good animation though there were 
alot of text screens to wade through. Controls took some geting used 
to, and mostly involved timing a button press or joystick movement, = : 
but repeated plays improved the player's performance. It was quite et ar at ; 7 

a heavy multiioad but worth it to see the later stages. acchar’ sm Gt tke f —— WS Se Gere 
Apollo 17 was the last NASA mission to the Moon, and so Apollo 18 
follows the story of a fictional mission that would have taken place 
in the early 1980s. According to. various sources there were either 
twenty. or twenty-one missions planned before funding was switched 
to Skylab and the re-usable Space Shuttle. There was also an album 
by They Might Be Giants called Apollo 18, released in 1992. 


After the introductory sequence, the player started in Mission Control 
watching the gauges prior to the countdown. Upon activating the : ecuexs 

flight systems in the telemetry screen, the clock ticked down and the firOU Or : yearn BAR TO SEE OTHER SCORES 
player had to gauge a series of actions with a bar chart. Pressing the 
button at the right time led to a successful launch into orbit. Between levels, a progress screen showed the Earth ‘and the 
Moon, with a moving dot representing the spacecraft's position and the time elapsed. Failure at any. level would give a chart 
of the errors made, with the option to re-try the current task. Next came course corrections and an orbital rendezvous. With 
the lunar landing craft separated, the player had to control its descent down tothe surface. This led to the moon walk, which 
had to be completed in a set time before returning to orbit. As an additional challenge, NASA wanted the astronauts to 
capture a rogue satellite and repair it on the way back. Finally the player had to handle the nail-biting moments of re-entry 
as the craft plummeted back to Earth through the atmosphere. 


Arkanoid TAPEW! DISK! CARTS 


Imagine/Taito en " 
David Collier, Mark Jones, fr. |) oe ae 
David Ward well LU) OF T ic a ca oe | PLAYER 3 


Breakout On Steroids... 


Arkanoid took the classic arcade game Breakout and went a step 
further, with power-ups and flying (floating) enemies to conquer. The 
different control methods offered meant it was easy to find one that 
suited you. Graphics were nicely done, and sound effects suited the 
game perfectly. Later screens got very difficult, with the indestructible : a : at  eone 
grey bricks getting in the way. It was a good game inits own right, and a Se Ber ee Ge eee ee ptatetetetets] 

a very good conversion capturing the flavour of the original. oS NE 01 


The C64 conversion was most memorable for the Martin Galway title 
tune, as it was one of the first pieces of (commercial) Commodore 
music to feature sampled drum sounds. There were many Arkanoid 
imitators — from Elite's Batty (which started life on a ZX Spectrum 
magazine's covertape) to Gremlin’s Krakout, which turned the game 
through ninety degrees (to its detriment in the opinion of many). 
Imagine also developed the conversion of the 1987 arcade sequel 
for home computers. Arkanoid: Revenge of Doh, differed from the 
original by featuring a choice of exits from each screen, more power- 
ups, a Commodore Mouse option and even tougher levels. Doh was 
to return again - at least in the arcades, The final game in the trilogy, 
Arkanoid Returns, was released in 1997 (and swiftly converted to the 
PlayStation). There was also a non-canon sequel released on the SNES 
in the same year — the amusingly named Arkanoid: Doh It Again. 


‘A Neagelllecit conversion, faithfu y capturing the ... atmo- 
sphere ... of the Taito pore — ZZAP 64, April 1987 


The animated sequence at the start of each game told the story of the Vaus spacecraft fopped' in ‘re and space. ‘This 
plucky little craft had to break out of the other dimension, destroying the evil Doh (who had trapped it there) in the process. 
Each screen featured an arrangement of coloured blocks, with floating enemies descending from the vents at the top. of the 
screen to get in the way of the ball. The player moved along the baseline, trying to prevent the ball falling off the bottom of 
the screen. Certain blocks released power-ups, such as C to let the player catch the ball and L for a laser that could destroy 
blocks much quicker. § slowed down the ball for a short while, and E extended the length of the bat. D disrupted the bail, 
splitting it into three separate balls, and the rare P capsule gave an extra life. Once all the destructible bricks were gone, the 
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Palace / Epyx 
Steve Brown, Garry Carr, 8/1 AR _ 
Stan Schembri enso0 of of 


Now That’s What I Call Advertising... foe 


The whole Barbarian package was stylishly put together, with 
the “practice” game on side one (allowing you to hone your skills 
against a second player) and the main game on side two. Adding 
so much were the synthesised sounds by Richard Joseph, with the 
swords clanging together and swishing through the air overlaying the 
suitably heroic music. The animation was excellent and the changing 
backdrops were nicely drawn. One superb touch was the pair of 
snakes entwined around the border of the screen, turing to hiss 
at the other when a hit was registered. Gameplay was tough, with 
increasingly difficult computer opponents to face. 

This beat 'em up from Palace was inspired by the Conan movies, and 
caused some controversy with its excessive violence and advertising Be 
campaign featuring pin-up Maria Whittaker as the kidnapped 
princess in skimpy clothing (and future UK Gladiator Wolf, aka Michael 
van Wijk, as the barbarian). The sequel tried to combine the fighting 
action with an arcade adventure, the player choosing to control 
either the barbarian or the princess. To add to the confusion, the US 
version of Barbarian was called Death Sword, and Psygnosis later 
released an icon-driven Amiga game also called Barbarian, which 
was then poorly converted to the Cé4 by Melbourne House. 

In the outset of this game, the evil magician Drax had kidnapped the . 
princess, and challenged a hero to fight for her freedom. Two warriors entered the arena wielding mighty swords, and it was 
a straight battle to the death, with successful hits wearing down the opponent's energy (displayed as a series of red circles 
at the top of the screen). There were sixteen different moves available, including the sword-spinning web of death, a vicious 
headbutt and several defensive blocks. The spectacular flying neck chop, if landed correctly, would remove the opponent's 
head from his shoulders (with a spurt of arterial blood) to bounce on the floor. Then the Goblin Undertaker would come to 
drag the body away, kicking the head off the screen as he did so. Battling through the opponents in the single-player game 
ended in a confrontation with the evil Drax himself... 


Larger it is a bit sick, Son ee 
— Commodore User, June 1987 
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Software Creations (Stephen Ruddy, — 
Andrew Threlfall) “ 


Weird Baby Dragon Game... 


A classic hit for Taito in the arcade, the cute platform antics of Bub 
and Bob made it to the C64 thanks to the sterling work of Software 
Creations. The graphics were excellent, capturing the bright colours 
and layouts of the arcade original. Peter Clarke provided the catchy | 
music and sound effects, which were very good throughout. The 
game could be frustrating when on later levels, or wnen a bad guy 
walked off a platform onto the player's head... However the addictive [= 86760 
qualities of this game shone through such minor frustrations. 


ZZAP. 64 ran an exciting competition to design new artwork for the 1 Src 
Bubble Bobble arcade machine - and the winner got a Bubble Bobble “gubbic Bobble is simply superb — a licensing triumph which 
arcade cabinet! Averting a near disaster, Taito admitted in 1996 that shouldn't be missed at any cost.” — ZZAP 64, October 1987 
it had lest the original source code for the arcade machine, and later i — 
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versions were based on disassembling code from the arcade machine 
as well as playing the home computer conversions. 


The opening story of this game has Bub and Bob turned into bubble- 
blowing dinosaurs by the evil Baron von Blubba. To break the spell, 
they must rescue their family from the Cave of Monsters. They did this 
by enveloping enemies in the bubbles they blew, and then bursting 
the bubble to kill the enemy through one hundred deviously designed 
screens. The bonus system was very clever, based on the fruit and 
other objects that appeared when an enemy was killed. For example, < i 

certain objects turned any bubbles on screen into fruit when they were popped. Killing multiple enemies at once earned 
higher value fruit. Training shoes and potions improved the speed of the player's movement and bubble blowing. Coloured 
umbrellas acted as a warp, moving the player forward a number of screens. On certain levels, there were bubbles containing 
fire, water and lightning bolts that would kill the enemies when burst. Bubbles with letters on them could be collected — 
spelling the word EXTEND earned an extra life and skipped onto the next level. There were also bonus levels, reaching which 
required the player to survive a certain number of screens without dying; a door would appear leading to a secret cave filled 
with bonus points. if the player was taking too long to complete a screen, the Hurry Up message would appear and then the 
indestructible Baron von Blubba would put in an appearance, robbing the player of a life... 


Buggy, (Speed TAPEW! DISK! CARTES 


Elite / Data East 
Dave Thomas, Bob Thomas 


Get Your Motor Running... 


The arcade saw many great racing games in the 1980s as the 
technology for 3D graphics improved. Giving Out Run a race for its 
money was Buggy Boy, also known as Speed Buggy in the US. The C64 
version captured the action and the flavour of the original game, 
even if the sprites were significantly smaller. Sound was limited to a few 
small tunes, but the graphics did a convincing job of portraying a 3D 
racetrack. Nice touches included the different obstacles depending 
on the course selected and the huge splash of water when the buggy 
fell off. a bridge. Buggy Boy was a reasonably addictive game, with a 
lot of potential for replayability - whether to try and beat an existing ; 

course time or qualify for a new course. “Buggy Boy is good, probably one of the most accurate conver- 
The team behind Buggy Boy went on to develop Aquablasta, a similar sions to date.” - Commodore User, December 1987 

3D game based around racing a speedboat. Domark stepped in - 

and turned it into a movie license — Live And Let Die, based on the 
1973 James Bond film. The Tatsumi arcade original of Buggy Boy is 
one of the small number of titles that are not properly emulated by 
MAME (Multiple Arcade Machine Emulator), as of the time of writing 
— asituation that left many fans frustrated. 

In this game, there were five different courses on which to race an 
off-road buggy, collecting coloured flags and trying not to crash. 
The five tracks were named Off-road (a looping circuit), North, South, 
East and West. Each course was split into five stages, with bonus time 
awarded for reaching the checkpoints. On each stage there were 
also up to three TIME flags, which added extra time for the next stage. Obstacles on the track included trees, boulders, 
fences, brick walls, other buggies and large stretches of water. At the top of the screen, there was a sequence of coloured 
flags; collecting the flags in that order earned bonus points and shuffled the flags to create a new sequence. There were also 
flags that changed colour randomly. The versatile buggy couid ride the concrete ramps, jump into the air from a log or ride 
on two wheels when it hit a pebble. Af the end of the game. whether the player reached the finish line or not, bonus points 
for flags collected (and any time remaining) were added to the overall score. 
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Epyx (Chuck Somerville, 
Kevin Norman, Ken Nichol- 
son) 


Sun, Sea, Sand And... Well, Just Sun, Sea 
And Sand, Actually... 


As extreme sports started to boom, Epyx took their winning formula and 
applied it to the sporting habits of California. From the title screen's 
numberplate to the Golden Gate Bridge, the graphics were excellent. 
Rather than countries, players chose to represent a sportswear/ 
sporting goods company. Controls were easy to pick up but took a \ 
while to masier. Building up the score in each event required time and [ania ha ta 


effort, and the tediously long multiload could be forgiven thanks to the “Epyx have - “pag eee enn high aa 


sheer level of fun in the events. 
dards...” - ZZAP 64, ber 1987 
Among the music by Chris Grigg there were covers of the Batman ~— 


TV theme, Wipe Out by the Surfaris, the Jaws theme by John Williams 
and the title tune — 1955's Lovie, Lovie by Richard Berry (although the 
Kingsmen's 1963 cover is more well known). The Half Pipe event's tune 
was technically impressive - after the short intro riff (for the first seven 
seconds) it then played a series of random sections chosen from a set 
of additional (musically compatible) segments. 


Over the six events represented in this game, players had to bust tricks 
on the skateboard Half-Pipe, kick the footbag (Hacky Sack) into the 
air, Surf big waves, Roller Skate down the boardwalk, crash into the dirt 
on a BMX, and dive to catch the Flying Disk. Every event was loaded with clever touches; the Half-Pipe was set in Hollywood, 
and an earthquake would send the H of the famous sign crashing to the ground. Completing all the listed tricks in the Hacky 
Sack event at least once in the time limit would give a huge bonus. Getting a perfect ten in the Surfing needed a lot of skill, 
with the performance rated by a panel of judges holding up scorecards. The girl on Roller Skates had to jump over gaps in the 
pavement and spin in the air to earn more points, while the huge dirt jumps of the BMX course saw the rider perform death- 
defying flips. In the Flying Disk event the player controlled two people, setting the angle and strength of the throw before 
manoeuvring the receiver into. place to make the catch. This event also contained a peculiar Easter Egg; if the machine was 
left for Q whi le with fe} input am sterious UFO would come down and abduct the catcher! 


Cosmic Causeway, | 7 TAPES DISKS CARTE 


Gremlin Graphics 
Mr Chip (Shaun Southern, Andrew 
Morris) 


This Is The Road To Hell... 


Bigger was better for the super-charged sequel to Trailblazer, taking 
the idea of hurtling down a multicoloured road to new heights. A very 
convincing 3D effect was topped off with some impressively animated 
sprites while the odd glitch did not distract from the overall effect. 
The sound effects were reasonable, with a pleasant (but repetitive) 
tune to drive things along. The devious level layouts introduced new 
tricks as the game progressed. It helped to learn which add-ons were 
needed for which level, but it was good fun racing to the finish line. 


Shaun Southern and Andrew Morris went on to set up their own BSGs01 O6- 14.06 

company, Magnetic Fields, and created some memorable games. “A technically superb game that’s both visually impressive and 
These included the Lotus series of racing titles, Supercars and several fun to play” - ZZAP 64, Christmas 1987 

PC rallying games. Notably, the ball in the Trailblazer games was also 
strongly reminiscent of the iconic Amiga "Ball" demo. 


In Cosmic Causeway the player viewed the action full screen from 
behind the ball, with new “cave" sections adding a roof overhead. 
In some parts of the game the player rolled along the roof, shooting 
enemies and dodging through gaps. The key to survival was avoiding 
dangerous tiles (such as the purple ones that stopped the ball in its 
tracks), indestructible obstacles, and preventing the ball from falling 
off the causeway. The cyan tiles from the first game returned, with the 
effect of reversing the player’s controls temporarily. Red tiles slowed 
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the ball down, green tiles sped it up and blue tiles made it jump. In some mecee large doors started to close as the player 
approached, requiring expert timing and bursts of speed to squeeze through. By collecting the glowing ball on each level, 
the player could earn extra tokens to purchase add-ons, such as the “super jump" to roll along the: ceiling. Other extras 
included a x3 score multiplier and a shield, but the player only had a short time to activate them at the start of a new section 
(and they only lasted for one level). Waiting at the end of certain levels were giant enemies, resembling the dragons out 
of arcade game Space Hamier — the player had to blast them to pieces before the time ran out. Crossing the finish line (a 
section of grey squares) added bonus points for time remaining, which was then carried forward to the next level. 


Defender, Of mihe Crow TAPEW DISK! CARTS 


Mirrorsoft We = 
Kellyn Beeck = 
Men In Tights... : we é 


Squeezing such a well-regarded Amiga game onto the Cé4 must 
have been a difficult task. The graphics were consistently excellent, 
from the amazing static screens to effects like the 3D view in the 
joust. Sound included many atmospheric tunes from Jim Cuomo and 
Richard Joseph, and some impressive effects. Most of all there was 
an incentive to come back and play again, starting with a different 
character and trying out different tactics. 

Cinemaware's games were synonymous with the Amiga, but several 
made the journey across to the C64 — most notably the impressive 
Rocket Ranger (based on the 1930's “cliffhanger” serials), The Three 
Stooges and TV Sports Football. Sadiy the Cé4 versions of other 
Cinemaware games such as It Came From The Desert never made it. 

This game was set after the Normans’ conquest of England, when the 
defeated Saxon Lords were fighting back against their oppressors. 
The player started by selecting one of a number of lords with different 
characteristics, each of which was rated in terms of leadership, jousting 
and swordplay. The lord then received a starting territory on the map 
of England, and in each turn the player had to move their army, 
defend their territory and buy more troops. Attacking another territory § 
would lead to battle, where the forces were displayed symbolically fam 
(one soldier on screen represented up to twenty-five fighting men). 
The player had a variety of options for fighting, including bombarding : 
with catapults or outflanking with knights. The Ferocious Attack option was a desperate last-ditch tactic — unless the player 
chose to retreat, forfeiting the battle. Laying siege to an opponent's fort brought up the famous catapult sequence where 
the player had to break down the walls. As well as boulders to knock out the walls, the player could launch Greek Fire or a 
Disease Bomb - a rotting animal carcass — over the walls to reduce the number of defending troops. Robin Hood would also 
come to the player's aid if requested. News would often arrive of a Saxon maiden imprisoned in a tower, and so the player 
would set off to fight the guards and make his way to the maiden's chamber (leading to an impressive animated sequence 
as the maid expressed her gratitude, becoming the lord's wife). The player could also attend a tournament, where the aim 
was to knock the opponent to the floor in the joust. Winning tournaments, battles and territory boosted the skills of the lord. 
Gaining all the territory or losing the home castle would bring the game jo a close. 
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“Deep, absorbing, and amazing... it's worth getting a 
— Commodore User, August 1987 


disk drive to get Defender...” 


Thalamus 
Stavros Fasoulas, Gary Liddon 


My God, It’s Full Of Stars... 


Delta was a highly polished package, starting with the unusual Mix- 
e-load system that let you remix the Rob Hubbard loading music. 
The rest of the music was fantastic, from the upbeat title tune to the 
swirling, psychedelic workout that played during the game. Graphics 
were shiny and impressive, with the animated backgrounds (such 
as the flames of the Sun of Dreams, inspired by the arcade game 
Salamander) and a large variety of well-drawn sprites. In the end it 
was the gameplay that stopped it from being a classic. It relied too 
heavily on pattern learning and even more so on having the right 
power-up aft the right time. Although controversial at the time, ZZAP 
64's 74% review, based on the negative comments of Gary Penn, 
does seem justified with hindsight. 


Delta was the follow-up to Sanxion, released in 1986, which was 
the first release on the Thalamus software labe! set up by Newsfield 
Publishing (responsible for ZZAP 64, CRASH and the short-lived Amtix). 
Gary Liddon was the game's producer, and he suggested the Mix- 
e-load system, plus the idea of using Pink Floyd as the in-game music 
to Rob Hubbard. Rob then mixed in elements of the minimalist Philip 
Glass score from the film Koyaanisqatsi. Delta would get a sequel in 
the form of Armalyte in 1988. 


In Delta the player controlled a spaceship flying into Delta space to 
take on the Hsiffan Khanate, in a mission to find out what happened 
to missing craft from the Terran Merchant Fleet. Wave after wave of 
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“A high quality production which lacks substance” — ZZAP 64, 
April 1987 


aliens attacked the player, and destroying a complete wave earned a token. The tokens were used to “buy” power-ups 
by flying into them when they scrolled across the screen. Trying to pick up one they could not afford would kill the player, 
and the power-ups would fade after a short time. The powers available included a speed-up, extra bullets, vertical fire, the 
wide spread of the “fish” weapon, and the ultimate time-slowing device. The action started in deep space and led through 
levels including the Rocks of Death, the Asteroid Belt and the Sea of Dreams. As well as blasting aliens, asteroids and large 
motherships, there were also sections of blocks where the player had to find the narrow gap to pass safely through. 


Driller TAPEW! DISK! CARTS 


Incentive 
lan & Chris Andrew 


It’s A Gas, Gas, Gas... 


The 3D graphics of Driller were impressive for an 8-bit machine despite 
the slowness of the screen update. It definitely marked a step up 
from the wireframe graphics of titles like Mercenary. Adding to the 
atmosphere was a superb tune by Matt Gray, an eerie and long- 
lasting masterpiece. (ZZAP 64 famously ran a competition for readers 
to provide sound effects and music, but it is unknown if any of the 5 
entries made it into the finished game). Password protection came . WH: oun DRILLE sl 


in the form of looking up a word from the accompanying novella, a 
short sci-fi story providing the background to the game. There was 
depth with several intriguing puzzies, a second vehicle to discover 
and the need to find the best spot to position the drilling rigs. EES 2 s = 
Rather curiously, the American release of this game was known as ~!he3D... is ineffective... and the gameplay is more laborious 
Space Station Oblivion. The Freescape system was used for several ‘han complex” -Commodore User, January 1988 

more games, and a later, enhanced version was the basis for The Oates 
3D Construction Kit, allowing players to build their own 3D games. It 
even came with an instructional video to help users learn how the 
program was used. The programming language controlled events in 
the game, such as making objects appear and disappear or alter the 
player's score. The finished game could be compiled to run outside 
the program, with a clever option allowing the user to merge in a 
bitmap to create a status panel or border around the game screen. 
Driller was set on Mitral, the moon of a far-away planet Evath, that 
was becoming highly unstable and would cause serious harm to the 
planet if it exploded. The player controlled a drilling probe that had to expiore the eighteen raised platforms of ae moon's 
surface and find the ideal spot to position drilling rigs that could siphon off the explosive gas from the moon's interior. Having 
located a spot, often marked with a clue or some other object, the drilling rig could be teleported in at the cost of energy. If 
the rig was in ihe wrong place and not enough gas was siphoned off, it could be re-positioned — again at a cost of energy. 
Standing in the way were auiomated defence systems that shot at the player when they got into range, and some fiendish 
puzzles involving switches and touching blocks. Extra energy to power the craft and its shields were hidden around the moon 
in the form of crystals. Running out of time, energy or falling off a platform onto the moon itself would end the game. 


FEDERATION 


mhieves TAPER DISK CARTE 
Rainbird 


Magnetic Scrolls (Robert Steggles, 
Ken Gordon) 8/10 —— 


Set A Thief To Catch A Thief... ea 


Guild of Thieves was a fantastic text adventure from Magnetic Scrolls, 
but ironically it gained most attention forits brilliant graphics. The player 
could play the game without them, opt for a small “cameo” picture, 
or scroll the images up and down to read more of the accompanying 
text. The pictures themselves were amazingly detailed, although not 
every location had one. The only downside with the graphics was the 
lengthy disk access needed to bring them on screen. Once again 
the real star of the game was the parser, allowing complicated 
commands such as PUT THE IVORY KEY IN THE SWAG BAG AND THEN . 
DROP THE POISON ON THE STEPS. The GO TO command was useful at 

times, allowing quicker access to a location already visited (but it did “The disk swapping business is ... a — . graphics are nearly as 
come with the risk of going through a dangerous location). Games —_- pore ~ Commodore U bead September 1987 
could be saved to disk for reloading later. : ' ae 


Like the Infocom games, Magnetic Scrolls added extras to the 
packaging of their games which came in large blue boxes. Guild of 
Thieves came with a credit card for the Bank of Kerovnia, a copy of 
What Burglar magazine and a contract on fake parchment. By typing 
in coded paragraphs from the magazine, a clue on how to solve a 
problem was revealed without spoiling the game. 


The game started with the player in a boat with the Guildmaster, 
heading across a lake. He told the player that this was an initiation 


test to see if they were worthy of joining the Guild. Reaching the ofher side, the eer ¢ was given an empty bag to carry 
the “swag” (stolen items). Locations available to steal from included the castle, the Bank of Kerovnia and a small village. At 
the top of the screen there was a score counter and the number of moves taken. Treasures were only counted in the score 
once they were deposited in the Bank (for which the player needed the credit card from the packaging). Along the way 
the player had to bet on a rat race, jump across coloured squares, talk to a mynah bird and play the lute as well as a host 
of other more typical adventuring activities. 


Head Heels TAPE) DISKM@ CART 
-~ 


Ocean 
Colin Porch 


The Jewel In The Crowns... 


Although this was considered to be a classic game, the graphics were 
monochrome and identical to the ZX Spectrum version by Jon Ritman 
and Bernie Drummond, and the whole thing moved at an almost snail's 
pace. But these were minor problems because this was a superb game. 
The puzzles stretched the mind, with the ability to control two different 
characters with their own strengths and weaknesses making it much 
more than just a platform game. The isometric graphics were brilliantly 
drawn and the characters were superbly animated, with a lot of detail 
in the rooms and a distinct theme for each game area, enhanced by 
Peter Clarke's atmospheric music and spot effects. 


The code for Head Over Heels was converted a line at a time from the 
Z80 of the original version to the 6510 instructions of the C64, with ZX 
Spectrum programmer Jon Ritman involved in one very long phone call 
reading the program down the line! 


Head and Heels started the game in two separate cells on the planet 
Blacktooth (one of five in the Blacktooth Empire — the other four being 
Penitentiary, Egyptus, Safari and Book World). The aim was to reunite 
them and escape back to their home planet. Along the way the five 
crowns of the empire could be stolen to aid the rebellion. Head could 
glide using his wings, and shoot enemies with his doughnut gun (once 
he had found it). Heels could pick up a bag to let him move objects 
(mostly pads/steps to build an escape route out of screens) and could 
run faster than Head. When symbiotically joined together they were a formidable team, combining the skills of each. Head 
and Heels started with eight lives each, though more could be earned by picking up fluffy rabbits, which could also provide 
shields, speed and jump boosts. Another type of animal help came from the reincarnation fish; eating them gave a restart 
point to come back to once the lives ran out (as long as the fish was alive — dead fish were poisonous). Teleporters moved 
Head and Heels between planets and the orbiting Moonbase, lifts took them between screens stacked vertically and rollers 
automatically moved them in a set direction. Switches would turn platforms on and off, or started and stopped enemies. Hush 
Puppies created stairways for Heels to climb, but would disappear as soon as Head entered a room. The bizarre enemies 
included flying strawberries, Daleks with the head of Prince Charles and robots that homed in on the player. 


“Not to be missed for any reason... pushes back the frontiers of 
programming on the C64” — ZZAP 64, August 1987 


a 


Hunters|Moon TAPER! DISKE! CARTES 


Thalamus 
Martin Walker, Cyberdyne Systems |_ 


The Walls Are Moving... 


Martin Walker created a clever combination of puzzle game and 
shoot ‘em up in Hunter’s Moon. The fascinating thing from a design 
point of view was the way the levels “built” themselves, meaning a lot 
more levels could be packed into the game. Control was excellent, 
a choice of three types of ship engine meaning the player could find 
one that suited their style of play. The music by Matt Gray was superb, 
and Walker himself created the unique and atmospheric sound 
effects. The swirling patterns of the title screen were repeated in the 
“Off Duty mode" (where the score panel dimmed — a nice touch) 
and the player could input co-ordinates to change the pattern. Long 
term it was a little tedious to repeat the early systems, but overall this 
game was a worthwhile blast. 


Robin Levy provided a great loading screen, and worked with Walker 
(and the rest of Cyberdyne Systems) to create the animated sequence 
where the Hunter returned to its home planet. Walker would retum 
the favour by creating music and sound effects for Cyberdyne's first | 
full game — Armalyte, which was also released through Thalamus. 


After a collision with a stray black hole, the Hunter was swept across 
space and lost amid dangerous sectors filled with mechanical 
lifeforms. In each galaxy there were a number of sectors arranged in 
a pattern, with each level represented by a dot. The player moved 
to a level and tried to complete it to learn the co-ordinates for the 
next galaxy. In the level, the worker cells constructed the walls as 


“Hunter's Moon is wonderfully presented and should present a 
tough and lasting challenge” — ZZAP 64, February 1988 


they moved, repairing any gaps when they returned. Certain types of wall could be shot through, while the workers would 
also create wall pieces that shot at the player. The main target for the player was the Starcelis, marked on the radar with a 
flashing dot. Collecting the first Starcell of a level before the countdown was finished awarded the player one digit of the 
next galaxy's co-ordinates, allowing a skilful player to move on quickly. The puzzle element came in working out the route 
to the Starcells, avoiding the enemy fire and any collision with the walls. At higher levels the Starcells became invisible, only 
showing up on the radar, and the worker cells changed direction rapidly to confuse the player. Completing a sector opened 
up the bonus game, the aim of which was to shoot all the worker cells before the time limit expired to earn a bonus life. 


Ub Ball TAPEW DISK CARTE 
2) 


aE 49 
La 
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Firebird wi 


Andrew Betts, Stephen 
Robertson 


You'll Have A Ball... 


This was a quality budget game from Firebird. Each level added 
variety with its own background style and colour, and there were 
many different types of enemy out to stop the player. The hero himself 
was a cute character with some nice weapons to be collected and 
upgraded. Control was good all round, although bumping into the 
electrified scenery could get annoying. Most memorable were the 
soundtrack by Rob Hubbard and the sampled speech. The game did 
get repetitive, but at the time it was a real bargain. 


For this game, the programmers asked Hubbard to create music 
based on an album by Cabaret Voltaire, a British electronic group. “An unusual and competent blend of shoot ‘em up and racing 
(The tracks used were Whip Blow and | Want You, from the album The action” — ZZAP 64, July 1987 

Covenant, The Sword and The Arm of the Lord) Holding down Z or X oe PURECTEO TOT THE 

on the title screen replayed the samples ("I Ball!" and “Oh no!") and Tek , PRESENTS 

using the joystick changed the speed of playback. The sequel, |, Ball [> =, : ae 

2, was based around single screens with more platform elements. The fy connonos ston f 
story of the game was that | Ball was researching the history of his 
people in an archaeological dig in the depths of a mine, where every 
few levels a new artefact was found. 


At the outset of this game, the hero, | Ball, had been informed that the % 
evil Terry Ball had kidnapped four members of his family and friends — LOM GE we eres: 

Lover Ball, Eddy Ball, Glow Ball and No Ball. Their only hope of rescue Tat | renal 

lay with | Ball, who had to make his way up the vertically scrolling landscapes, attempting to reach the top in one piece 
before time ran out. Among the hazards that | Ball would encounter en route were electrified pieces of scenery and a 
plethora of enemies that would home in on the player. Fortunately, | Ball was equipped with a gun that could be upgraded 
by picking up tokens. Each time the player picked up a token, the weapon would be automatically upgraded, with the 
ultimate weapon being the tastily named Rainbow Ripple laser. Losing a life would correspondingly reduce the strength of 
the weapon. Other extras and bonus items that could be collected by the player included a speed-up capsule, a shield to 
provide limited protection against electrified scenery and a set of horizontal lasers to take out more enemies. Every fourth 


level one of the captured family/friends would be released. 


Ke TAPEM DISK) CARTE 
System 3 

Archer Maclean 

You And Whose Army?... 


The original International Karate had been such a big success that 
System 3 wanted programmer Archer Maclean to capitalize on it by 
producing a sequel. Maclean took the basic gameplay and added 
a third fighter - something he had actually considered for the original 
game. This created an impressive dynamic in the fighting, with 
cautious players drawn into the fray and the reckless getting into the 
thick of it. Instead of the changing levels seen in the original game, 
there was a single Oriental backdrop with the sun rippling realistically 
on the water. Adding to the stunning view were lots of little animations, 
such as a spider descending from the tree and a fish jumping out of 
the water. Rob Hubbard once again provided a great tune, and the 
sampled grunts and groans of the fighters sounded suitably realistic. 
Archer Maclean used a video of a gymnast to help him create 
the detailed animation of the backflip move, tracing the outline to 
provide a guide for the individual frames. There was also a famous 
cheat to make the trousers of the fighters drop, allegedly inspired by 
the same thing happening to a friend of Maclean's in a real karate 
tournament. In a case of apparent “copycat-itis" Melbourne House 
would later release Exploding Fist+, which (coincidentally) also had 
three fighters on screen at once... 


The aim of the game was to survive a series of karate bouts to earn 
the coveted black belt. In each fight the winner was either the first 
player to six points, or the player with the highest score when time 
ran out. Two points were scored for a hit to the front of an opponent and one point for a hit to the back. New moves for the 
sequel included the headbutt, the backflip (for escaping) and the split kick (which could fake out opponents on both sides 
at once). At the end of the round the Sensei would announce the results, telling the players who had won and lost. After 
every two rounds there was a bonus level, with the player standing in the middle of the screen as balls bounced in from either 
side. A shield was used to deflect the balls that came in at three different heights, but care had to be taken to watch how 
the flashing balls bounced as they changed height unpredictably as they approached. 
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“An outstanding beat ‘em up which shouldn't be missed — a 
superb Siew to [IK]” ~ ZEAP 64, November 1987 


Into the Facies Nest 


intogl 


“Captain” Andrew Challis, 
“Lieutenant” Robin Chapman, 
“Sergeant” H. Mad (Mirai), 
and “General” Simon Daniels 


Search And Destroy... 

Gauntlet inspired many games, but this one had a World War Il 
atmosphere that made if stand out. The graphics were very good, 
from the title screen to the well-designed sprites. Background details 
such as crates and tables all helped to create the atmosphere. There 
was @ stirring piece of music on the title screen and some good sound 
effects. Control was good, although it was very annoying to get stuck 
ina commer among crates with an enemy depleting your energy. 

Into the Eagle's Nest was published in the US by Mindscape. The 
tape and disk versions actually had different music, with one being 
the theme from the film 633 Squadron. Pandora also published two 
games by the demo team "lan & Mic” (under the name Digital Light 
& Magic). These were the 3D fantasy adventure Galdregon's Domain, 
and the sci-figame Xenomorph that used a similar Dungeon Master- 
style perspective. 

In this game, the player took on the role of an American soldier trying 
to storm a German castle being used to organise a counter-attack, 
after a previous mission to blow it up had gone wrong. There was a 
choice of missions initially; the player could either rescue one of three 
prisoners before they were tortured and revealed information, or 
alternatively the player could try and complete the previously failed 


mission by blowing the whole castle up — all within a strict time limit. 


TAPE™ DISK! CARTES 
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“A neat, fast and violent slice of Gauntlet masquerading as 


WWI aa Si Commodore User, April 1987 


COLD FOCQhDy 
DOOR KIEY 
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Viewed from overhead, only a small area of the current floor could be seen, and alift pass had to be found to move between 
floors. The player started with a limited number of bullets although more could be picked up, along with food to restore lost 
energy. Coming into contact with a guard depleted energy gradually, but they could be quickly dispatched with two shots. 
Keys were necessary fo open large metal doors, although the weaker wooden ones could be blasted open with the player’s 
gun. During the mission, the player could take the opportunity to pick up some loot for bonus points, including paintings and 
jewellery. lf the player had chosen the “blow up the castle” mission, the explosives had to be triggered in the right order, 


giving a short delay to escape through the main door. 


Kiki Start 2 TAPEW! DISKS CARTS! 


Mastertronic 
Mr Chip (Shaun Southern, Andrew 
Morris) 


Don’t Fall Off... 


Apparently, lightning can strike twice: Shaun Southern built upon the 
original Kik Start game and the enhanced Commodore 128 version 
that added new courses and features to produce this excellent 
sequel. Graphics were much improved over the original, with better 
scrolling and three styles of background (day, night and ice). The rider 
may have been a tiny white sprite but the animation when he fell off 
the bike was amusingly well done. Music came in the form of a nice 
dn title tune and a conversion of the TV show's theme tune that looped 
during the game, while sound effects were quite simple. Control was 
helped by the inclusion of a speedometer, allowing the player to 
judge what speed was needed for certain obstacles and jumps. 
Shaun Southern's first Kik Start game was inspired by two different 
sources. The first was an arcade game called Super Bike, with the 
player jumping through an obstacle course similar to Moon Patrol 
to collect balloons. The original C64 game was more about racing, 
inspired by the BBC TV series Kick Start where young trials riders rode 
over a difficult obstacle course against the clock. 


The game was viewed as a split-screen, with either two players or a 
human versus the computer. A series of five courses could be chosen 
to compete on, or the computer would select five at random, from ea eli as baa cecatis os 

the twenty-four available. The courses featured a wide range of SSI CIMESse 

obstacles - picnic tables, wooden logs, farm gates, brick walls and 

bumpy patches. The player could “bunny hop" to jump over small obstacles, or launch into the air from slopes and ski 
jumps. Fire pots gave out regular bursts of flame that fried the player, and gaps in the course were filled with water. Falling 
off the bike (by hitting a hazard or going too fast over an obstacle) saw the player penalised — the course scrolled by until 
a convenient gap to restart was found, with the timer going at double speed. There was a separate record time for each 
course to beat, and the player with the lower overall time for the five courses won. Once all the built-in levels were beaten, 
the player could use the comprehensive course designer (shown in the bottom screen shot) to make their own, adding and 
deleting pieces, and saving the resulting levels to tape or disk. 
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“The course designer is, without doubr, the star of the show...” 
— ZZAP 64, September 1987 
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nhe Last Ninja | . TAPE! DISK) CARTE! 


System 3 | FEAS " i TS pee 
John Twiddy, Hugh Riley pei a" : ae a 


They Did Three More ass Gres | eourws. 
“Last” Ninjas After This One... ieee 


This was the first in the series of Last Ninja games, and became an 
instant classic on release. The isometric graphics were outstanding, 
building up when the player entered a new screen to give a believable 
3D effect. This was helped by some clever masking — e.g. when the 
player went behind a tree. The detail was incredible and everything 
slotted together to create a great atmosphere over six diverse levels. 
The animation on the ninja was superb as he somersaulted and 
fought his way around the levels. Gameplay was tough, particularly 
the infuriating swamp and river sequences where the ninja could 
die repeatedly from falling in the water. Music was very authentic il is exquisite... [It] gets better with every 
sounding, with Ben Daglish and Anthony Lees creating some timeless new screen you discover” - Commodore User, July 1987 

pieces that fit well with the theme of the game. 


Many players thought the ending was a real disappointment, when 
having defeated the Shogun and collected the scrolls, the screen 
faded with a pixel effect and a message read, "The story continues”. 
While this was good news that a sequel was on the way, it felt like 
a letdown after fighting through such a tough game. Mark Cale of 
System 3 has been trying for several years to launch a new game 
based on The Last Ninja, with the Xbox game being scrapped and the 
PSP version still to be released. 


In this game, the player was Armakuni, the last of the ninjas — as the 
rest had been slaughtered by the evil Shogun Kunitoki's men in.an ambush. To avenge his brothers, the player had to gather 
weapons and travel to the Shogun’s palace to challenge him. Following the pathways through the flick-screen level, enemies 
appeared that could be defeated with hand-to-hand techniques, or by using one the available weapons. These included 
a staff, nunchaku, a sword and shuriken. Other objects were vital to the quest - a key, an apple (for an extra life) and smoke 
bombs. The mission started in the wilderness and then moved on to the wastelands before heading down a cliff-face. Later 
levels included the creepy dungeon (and a huge spider), and the palace gardens, before the Shogun's inner sanctum was 
reached. To help Armakuni, the player could collect ninja magic along the way to help him get past difficult obstacles. 
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Force TAPEW! DISK@ CARTS) 


FTL/Gargoyle Games ~ 


Carter Follis Software As- 
sociates 


Commencing Attack Run... 


This was one of two highly polished games released by FTL in 1987, 
the other being Shockway Rider. Light Force impressed with a superb 
tune by Rob Hubbard. Sprites were large and detailed, and the 
smooth scrolling backgrounds were packed with objects to destroy. 
The player's ship was quite large, which made it difficult to position 
safely on screen, but that was a minor drawback compared to the 
7 frantic gameplay. Overall this was a pretty good game, but if did 


lack the power-ups that could have made it into a true classic. Once 7 cel | meal | aed 
all four levels had been conquered, there was not much to draw the 
player back other than getting a high score (and entering it into the 
table —see below). 


FIL was founded by Gargoyle Games to concentrate on arcade 
games, while Gargoyle continued with its core business of adventures. 
Gargoyle were also responsible for the released version of Scooby 
Doo, after Elite scrapped its ambitious plans to do a Dragon's Lair style 
game for the license. 


The game started with an S.O.S. callreceived from the planet Regulus, 
and the player's Light Force attack craft had been dispatched to the 
area to investigate. Through the four sectors of the planet, the player 
had to destroy enemy installations and fight off cubes, meteors and 
alien ships. Some enemies just homed in on the player, whilst others 
fired big bullets that were difficult to dodge. To make things more challenging, on Sach ercrcane there was a particular 
background object to destroy; hitting enough of these during the level earned the player an extra life. Bonus points were also 
awarded for destroying groups of ground objects, with an additional bonus for complete waves of aliens killed also awarded 
at the end of a level. When the game was over, the player had to shoot the letters as they flew down the screen to enter 
them into the high score table, (although fortunately there was a DEL to delete a mistake and an END to finish the entry). Light 
Force was an interesting game on the Cé4, although it was probably not as well received as the ZX Spectrum version was on 
that platform, where it was marketed as being ‘virtually colour-clash’ free - which was obviously not an issue for the Cé4. 
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“An oe eee good first game from FTL... graphically 
spectacular” — ~ Commodore Uses, yaaa 1987 
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Maniac) Mansion TAPE(! DISKIZ CARTS 


Lucasfilm Mey, 
Ron Gilbert, Garry Winnick, David Wiie3° 
Fox, Carl Mey 8/10" 3% 


Call The Space Police On 555-1111... 


As an entry into the “point and click" adventure game genre, this 
was a delightful example, from the title screen to the diverse rooms in 
the creepy mansion of the title. Lucasfilm's point and click interface 
was remarkably well implemented, making the game very accessible. 
The big-headed characters moved smoothly and there were so many 
nice touches. Music included a great title tune and some well-polished 
sound effects put together by Chris Grigg and David Lawrence. The 
game's puzzles had the player scratching his head and the cut scenes 
often had the player rolling on the floor with laughter. 


Maniac Mansion was the first game to use the now famous SCUMM & i i lished hict 5 
system — a.k.a. the Script Creation Utility for Maniac Mansion. Over the an - eeaees D — shouldnt be 


years it would be used by many popular games including the Monkey 
Island series and the infamous Sam & Max games. In Maniac Mansion's 
sequel (initially released on PC) called Day of the Tentacle, the player 
could actually use an in-game computer to play the original Maniac 
Mansion, 


The setting for this game informed the player that many years before, 
a meteor had crashed to the ground near a mysterious house outside 
of town. The game started with a girl called Sandy going missing near 
the house, and her boyfriend Dave vowing to find out what the owner, 
Dr. Fred Edison, was up to. In addition to Dave, two other kids, chosen 
from a group of six, started their mission near the gate and also had 
to make their way into the house. The solution to the game would change according to which kids were chosen, since they 
all had different abilities. Out to stop the kids interfering were the evil scientists and the mysterious alien tentacles. Getting 
caught would see the player's character thrown into the dungeon, although there were ways to escape. Microwaving the 
hamster and recording a tentacle singing were just two of the more bizarre tasks the player had to perform in order to find 
out what had happened to Dave's girlfriend. The game was controlled with an innovative menu system, with a list of words 
constantly displayed on screen. Moving the pointer to an action, the player would then click on an object in their inventory 
or something on screen to. actually carry out the desired action. 


Mini Putt TAPEW! DISK CARTE 
Electronic Arts oe == 
Accolade/Artech (Martin Edwards, Lise 


Mendoza, Grant Campbell, Ross O’ Connor, 
Steve Goodman, Paul Butler) 


Golf For Tiny People... 


Here was another good sports game from Accolade and the team 
behind Apollo 18, based around the game of miniature (a.k.a. crazy) 
golf. Each hole packed in lots of detail, with some nicely animated 
features. The golfer in the status panel was a nice addition, cheering 


when a putt went in and snapping his club when he missed. Sound f& MERMAN 
was the weakest element with just a few effects and a title tune. For I / PAR: | 2 
tape users this was a long multiload with each hole loaded separately PUITS: © 


making the game a tedious slog, but on disk it was a lot of fun. rid WINDMILL 


There were two other good examples of miniature golf on the « golfing game that’s differen waeeary 
C64, both sharing the name Mini Golf and viewed from overhead. Kal 9 naar 64, heart —- ; 
Capcom's effort featured just 18 holes and a tricky rotating cursor = 

for aiming the ball. The Magic Bytes version, published in the UK by 
Gremlin Graphics, had two courses of 18 holes and a much easier 
way to control the shot — the player moved a cursor in a straight line 
from the ball and the length of the line indicated the power. 

In this game, up to four players could take part in around of miniature 
golf, with four different courses on offer (Deluxe, Classic, Traditional 
and Challenge). There were nine holes on each course, with an 
option to practice holes individually. Once out on the course, each 
hole was shown from overhead, and a cursor was moved to aim the 
shot, with two meters determining the power and straightness of the 
shot. Arrows showed the direction of the slopes, and different colours showed how steep it was (and how much it would 
affect the movement of the ball). Other obstacles and devices on the course included a giant castle, a cannon that shot 
the ball into the hole and a space shuttle. Holes and pipes led between sections of the course, with the task being to pick 
the correct route. The player had to avoid the water and the moving hazards - such as the rotating blades of the windmill, 
or a gate that opened and closed. After each hole the scorecard was shown, along with the par score for the course, with 
the best scores being saved fo disk for posterity. 
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Nebulus TAPEW! DISK CARTE 
/ 1 


Hewson 
John Phillips, Stephen Robertson 


Froggy Terrorists! 
Probably the most striking thing about Nebulus were the graphics, with 
the main sprite being a cutie green frog-like creature called Pogo. 
As the player's character walked around, the whole tower rotated, 
keeping the main character in view — it was a clever effect and very 
smoothly done. Along with the excellent graphics, sound effects were 
also good, with a short and atmospheric title tune introducing the 
game. Control was great, although frustration soon set in as the later 
towers were very tough and seemed impossible until a route avoiding 
the enemies and difficult platforms was learned. A major source of 
that frustration was nearly reaching the top of the tower, only to be 
knocked back to near the start — or worse, into the sea, losing a life. 

In the US, Epyx published the game as Tower Toppler and the game “A flawed masterpiece... the gameplay just isn’t sufficiently chal- 
was also ported for the NES and Game Boy (renamed Castelian), ZX lenging to sustain interest” - Commodore User, November 1987 
Spectrum (lacking the bonus round), Amiga, Atari ST, Atari 7800, and = 
Acorn Archimedes. A version for the Atari XE/XL was in development, 
but was never completed. A sequel, Nebulus 2 - Pogo a Gogo was 
under development for the Amiga and Atari ST. Only the Amiga version 
was released, despite the ST version being shown in a nearly complete 
state in various magazines. 

In Nebulus, Pogo the demolition worker had been called in to deal with 
eight unauthorised towers that had been constructed in the sea of |. 
his home planet. Arriving in his mini-submarine, Pogo used the lifts and 
climbed each tower in an attempt to demolish it, while under siege 


ce ell a] 


from patrolling enemies. Many of these could be killed or frozen by firing snowballs at them. Doors allowed Pogo to move to 
the other side of the tower. As well as the enemies on the tower, a regular alarm sounded when a flying enemy zoomed in 
from off-screen to knock Pogo off fhe tower, and this could only be evaded by moving to a different height or by carefully 
timing the use of a door. Great care also had to be taken while climbing, as falling back into the sea or running out of time 
cost a life. Once at the top of the tower, Pogo entered the last door and earned a bonus (mostly based on how quickly the 
top was reached) before the tower collapsed. Aft this point, he would get back into his submarine and go underwater for the 
bonus round as he travelled to the next tower, trapping the swimming fish with bubbies and catching them for points. 


PJO!DS- fiOFf. Destruction i: Tae SD CA 


pict © 
Mr Chip (Shaun Southern) 


Open The Pod Bay Doors, 
HAL! 


This was Shaun Southern's homage to the games of Jeff Minter, andit 
was a great little shoot ‘em up for a budget price to boot. Graphics | 
were attractive and effective, with the pixel-based explosions and 
the damaged grid appeared over moving colour bars. Sound was 
reasonable, with a few small tunes and a nice loud explosion as the ¥ 
player's ship flew apart. As a game of fast reflexes, it worked well; | 
Shaun Southern himself described this type of "twitch" gaming as his 
favourite in an interview for Retro Gamer. 


By coincidence, this launched shortly after Mastertronic also published 
the C64 conversion of Voidrunner, the third game in the Gridrunner 
series by Jeff Minter. That was also a single-screen shoot 'em up, 
inspired by Centipede, but this time lacking the familiar grids of the f 
earlier games. One additional twist in Voidrunner was that some of 
the levels were “upside down" - that is, the player's ship pointed 
downwards and the aliens climbed up the screen towards it. 


To quote from the manual, “POD has no pretentious storyline and no 
planets to be saved!" Instead, the player had to survive on the grid 
as the aliens attacked over twenty-five levels until the level timer ran 
out. The explosions of the enemies would damage the grid, and it 
would take a few seconds for it to heal. Until healed, the player could 
not move over the damaged section, and any enemies that hit the 


oe | foe | eee 


damaged area would fall down the screen directly towards the player. ‘The basic Se of enemy was a green and red 
diamond, which often travelled in packs like the centipede's body segments in the arcade game Centipede. Later enemies 
would move in more unpredictable ways, flying in from the side of the screen. Certain enemy shots could also produce a 
pod, which if left alone would explode and send a large bullet flying down the screen. Every fourth level was a bonus section 
to earn masses of extra points, by shooting the happy. faces before time ran out. Getting through a level intact would earn 
an extra life, up fo a maximum of five. 


Pirates! TAPEWZ DISKIZ! CARTE 
MicroProse cn 


Sid Meier, Michael Haire, 
Arnold Hendrick 


Arrrrr! Pieces Of Eight! oat Of Eight! 


Pirates was a game that has inspired fans and divided critical opinion 
since its first release. On the plus side, there was a lot of depth, with 
a whole sea to explore, whereas the detractors would complain that 
it meant a lot of sailing around with not much happening. On the 
whole, the game did get repetitive, particularly if the player lost their | I 
ship early in a game — but with a whole piratical career to play through ENEMY CAPTAIN 
it was a game to return to. 

Like some. of the other MicroProse simulations, there was more than 
ong release of eaten, with the company adding more features 
and improving the game with each release. For example, the last Termin of realiuce accuracy, gameplay 

disk version on the Cé4 featured fully animated graphics. The main Eda has it ney ems User, September —— 
programmer on the original C64 version, Sid Meier, recently helped ; 

develop a new version of Pirates for PC and consoles. 

Set in the 17" Century, the player took command of a fleet of ships 
in the Caribbean Sea. The aim was to earn notoriety and lots of 
money. This was achieved by being a pirate or fighting for one of the 
competing navies of the time — the British, French, Spanish and Dutch. 
Hidden somewhere on the map was a buried hoard of Spanish gold, 
and completing missions would give the player a section of the map to 
help find it. Atsea, adverse weather blew the ship off course and other 
ships were encountered. This would lead to the battle sequence, with 
the two ships attempting to get into range for their cannons. When 
enough damage was inflicted on an enemy vessel, the player could close in and board them. Often the opposing captain 
would challenge the player to a swordfight, and upon victory, the player could decide to show mercy or kill the defeated 
opponent. Then, the victorious captain could still plunder the cargo and sink the ship, or take it to add to his fleet. A defeated 
pirate could end up in jail and lose time. As the player's affiliation with the nations changed, certain towns would become 
off-limits — although a determined player could attack the fort or sneak into town. There was also a romantic angle, with the 
female characters (e.g. the colony governors’ daughters) looking to find a husband among the eligible sailors. But a bad 
captain c could find his crew would mutiny if he was less than generous when it came to dividing the ill-gotten booty... 


Thalamus 


Stavros Fasoulas, Paul Do- 
cherty, Graham Hunter 


’m On A Roll... 


Published as Mind Roll in the USA, its original European titie stood for 
The Quest for Ultimate Dexterity. This was a very varied and challenging 
puzzle game with several different styles of play. Graphics were very 
polished, with the shiny metallic ball moving over some impressively 
detailed backgrounds. Matt Gray provided a great soundtrack and 
some good sound effects. The ability to choose which level to tackle 
next lessened the frustration, but it took a long while to conquer all 
ten. It was. also to be Fasoulas' last game for the C64. 

The cheatmode was activated by typing in publisher Thalamus’ phone 
number. By changing the last digit, various features were activated 
— the most useful being to turn off the deadly skulls. Thalamus often 
added extras to the disk versions of their games and this game was 
no different. Quedex came with an animated demo featuring the 
loading screen and a scrolling message, which was available as a 
separate load on the cassette version. 


The player controlled a ball, which had to roll through ten different 
levels to reach the goal of “ultimate dexterity". Each level had its own 
distinct style, and at any time the player could press a number key 
(0-9) to change to a different level. Level one introduced some of the 
concepts with five sub-sections, and level two required players to find 
the keys and use the transporters to escape the maze. Level three 


f 
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TAPE DISKM! CARTE! 


had four hidden amulets, level four was a downwards scrolling race with limited jumps to avoid the obstacles, while on level 
five all the squares had to be turned to the same colour. Level six’s maze featured suction pipes that had to be activated 
and instantly deadly skulls that had to be avoided (as they ended the game on contact). Level seven allowed the player to 
collect extra time — as long as they didn't touch the goal squares that surrounded the platforms and complete the level early. 
Level eight's four different mazes had disappearing floors, level nine was a demolition derby (by picking up crosses, the ball 
turned blue and could destroy the obstacles) and level ten’s grey platforms were a puzzle of different heights. Completing a 
levelled to the bonus sequence where the ball had to follow the arrows to reach the bonus square. There was an overall time 
limit that ticked down, with extra time deducted for touching (non fatal) hazards. When the time ran out it was game over. 


Ranarama TAPE DISK CARTS 


paar 
$ oes 


Hewson 
Graftgold (Gary Foreman) Fl 
Froggy Went A-Casting... uals 


Ranarama's ZX Spectrum-derived graphics were pretty disappointing; 
although the small black sprites did pack in quite a bit of detail, they 
were difficult to distinguish against the the backgrounds of each room. 
Sound effects were rather limited, accompanied by a simplistic title 
tune. After a few games learning what the various spells did, it was 
easy to get a few levels into the game. 

Programmer Gary Foreman also worked on Graftgold's highly successful 
conversions of Rainbow Islands and Ivan “Ironman” Stewart's Super 
Off-Road. Although Steve Turner helped create the game design he 
was mistakenly credited with the music in the C64 version, which was 
actually composed by Foreman himself 

The story was the typical tale of the sorcerer's apprentice meddling “Looks and plays like a top Spectrum game” 
with magic. Transformed into a frog (just as his master's dungeons ~ Your Commodore, June 1987 
were invaded by evil creatures), the player had to hop around the § 
dungeon to find the magic runes to turn himself back into a human. 
Rooms featured enemy generators that spilled out a stream of bad 
guys until they were destroyed. There were also roaming enemies to 
defeat and crystals to regain energy. Floor tiles in the rooms had helpful 
functions — the Sunburst tile acted as a smart bomb, killing everything 
in the current room for example. The Eye tile showed a map of where 
the player had been on the current level, and the Magic Circle tile iet 
the player research new spells. The Diamond tile was a lift that took the 
player to a different level of the dungeon. The key to the game was 
the runes, held by fhe warlocks and necromancers. Running into the evil spellcasters started the rune game, where the player 
had to rearrange the mixed letter tiles to spell RANARAMA. This would kill the evil warlock, who would release the magic runes 
he held. The frog then had to collect them quickly before they faded. Runes were cast in various combinations to create 
Power, Effect, Offence and Defence spelis. Power determined how much energy the player had — run out and the Power spell 
was lost, reducing the player to the level one Power spell. When that ran out, the game was over. Effect spells included the 
ability to find hidden doors. Offence spells defined what the player attacked the enemies with, and Defence was a shield 
for protecting the player. To increase the power of these spells the player needed more powerful runes from deeper in the 
dungeon. 


Repton 3) TAPE®! DISKZ! CARTE 


Superior 
Matthew Atkinson, Rich- 
ard Kay, Paul Hughes 


Diamonds Are Forever... 


Although many dismissed Repton 3 as as a Boulder Dash clone, the 
original BBC game was apparenily created before the programmer 
had even seen Boulder Dash. The third game was the only one to be 
converted to the C64, and whilst it had its flaws it was still an enjoyable 
game (regardless of the terrible marks it earned in its ZZAP 64 review). 
Music was cute and bouncy in typical Peter Clarke style, with some 
good sound effects. Graphics showed their BBC origins, with a limited 
colour scheme and scrolling that was far from smooth. However 
the various characters in the game were large and animated. The 
main draw was the fiendish layouts; there were twenty-four levels to 
conquer (grouped into three sets of eight) and a password system 
allowing access. 

Another neat feature of Repton 3 was the icon-driven designer mode 
(shown in the lower screen shot). This let the player draw their own 
graphics for everything featured in the game, and then create their 
own levels. The BBC got add-on disks with new levels and themed 
graphics, plus the later Repton Infinity that let the player design their 
own games (using its built-in programming language). 

In Repton 3, the player took on the role of a big green lizard, the 
eponymously named Repton who had managed to get himself 
trapped in a series of caves. To escape each cave, he had to defuse 
the ticking time bomb by collecting all the diamonds spread around 
the levels. In his search for the diamonds, Repton dug through the earth, dodged falling boulders and opened goodie- 
containing safes (after he had found a key). Aside from the dangers from falling rocks and the ever-threatening time bomb, 
ghostly spirits roamed the cave, following the left-hand wall until they reached a cage where they then turned into a 
diamond, Fungus would grow and spread unless confined by moving boulders to block its progress. Monsters hatched from 
carelessly dropped eggs and chased the player until they were killed by a falling boulder. Time capsules gave precious extra 
time and teleporters moved Repton to different areas in the level. The player had to take care noi to get trapped, although 
if that did happen then Repton could commit suicide, and restart at the last teleport point (or start of the level). 


“Dontt be put off by the fact that Repton 3 is... an n old game with 
a few cosmetic alterations...” — - Commadore tn March 1987 


Shockway, Rider TAPE) DISKIZ! CARTS 


FTL/Gargoyle Games 
Carter Follis Software Associates 


Mug The Muggers And Soft- 
Shoe Shuffle The Walkways Of The 
Future... 


This was a fun and unusual game from the company that also 
produced Light Force. The title screen (shown in the lower screen 
shot) featured an amazing digitised person leaning against the wall, 
which animated when options were selecfed. The music by Rob 
Hubbard was top notch, and the sound effects were adequate. In gonus 5 

game there was a very nice parallax effect and the sprites were well BRICKS 

drawn, although the colours and cute style did not quite match the NORTH SIDE 4& 

rough future scenario painted by the story. The “scaling” effect, with “There's a thin line between addiction and frustration, and the 


the sprites getting smaller as they moved up the screen and bigger as rogrammers have t it just righe” — ZZAP 64, May 1987 
they neared the front, was particularly effective. La geal a al - f 


Shockway Rider foundiitself on the infamous “restricted" listinGermany, 
with the violence making it illegal to sell to minors. This meant it had to 
be sold unter den Ladentheke (under the counter). 


Set in the future, the densely populated city had been ringed by a 
series of moving platforms known as the Shockway. In the player's 
way were innocent pedestrians, tough punks, speed traps, and 
bouncing missiles. The first level was quite straightforward, with the 
player hopping between the three walkways that travel at different 
speeds. To start with, the player could only attack enemies with their 
fists. Picking up bricks (or spheres on other levels) from the static pavement at the top of ‘a screen let the my reece pan 
at enemies — or gain a bonus life by killing enough innocent people. The weapons could be thrown ahead or behind to hit 
enemies on the same walkway, or thrown up and down the screen to hit people on the other walkways. Later levels added 
targets on the side to be hit, mail bags and bottles to be collected, speed traps that blocked the way and people on the 
side taking pot shots at the player. There was also a time limit for the player to reach the end of the district, with the number 
of “blocks” travelled counting up on screen. Completing all eight districts gave a “full circle" bonus and the game restarted 
at a higher difficulty level. 
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SkatelOr TAPEW! DISK! CARTS 


Electronic Arts PRACT ICE 9:19 TER 


Michael Kosaka, Stephen H Lan- Bl oe SCORE : 906 x500% SCORE: 100 
drum & David Bunch 7/10" 2, —i 


Let’s Shred Concrete... 


Skate or Die was a great package of mini-games with askateboarding 
theme, much like the great multi-event Epyx titles - which was no 
surprise, since some of the Epyx development team moved to 
Electronic Arts and wrote this game. Animation was excellent on the 
main skater, with high quality backgrounds scrolling smoothly. Little 
touches such as the player's pads all falling off after a heavy crash in 
the half-pipe were great. Another interesting touch was the choice of 
control, either regular or goofy (based on which foot the skater puts 
first) altering how the skater was moved. 


Skate or Die was notable as the first game that EA ever developed « 5 Pas 
} 4 : : : Skate or Die is an extremely polished and playable sports 
in-house, having previously just acted as a publisher, but for many _” ~ZZAP 64, D ber 1987 


the highlight of Skate or Die was the incredible Rob Hubbard title 
tune. This used sampled guitar sounds to create an amazing piece of 
music, accompanying a picture of a skateboarder. The name of the 
game was apparently derived from a sound sample played in the 
arcade game 720°. 


The game saw a new skater in town, with the skate shop in the middle 
for choosing options and the events arranged around the streets. 
Players could practise or compete in one event, with an additional ca 
“grand tour” playing through all five events. Having entered their [ELECTRONIC ARTs 

name and chosen a board colour in Rodney's Skate Shop, it was off 

to the Half-pipe for the first two events. First was a standard trick event, with moves performed at either end to gain a high 
score without wiping out. The High Jump required the player to waggle the joystick to gain height. There were two separate 
Downhill events. in the race, the aim was to get down through the park as quickly as possible, with a choice of routes around 
or over the hazards. Downhill Jam took place in the back alleys with the two players able to kick and punch each other off 
the board while avoiding puddles, dustbins and walls, Finally a drained swimming poo! was the setting for the Joust, with the 
players taking it in turns to hold the padded “boffing” stick used to knock the other player over. Solo players would compete 
against the computer-controlled skaters in the Pool Joust — Poseur Pete, Aggro Eddie and green-haired punk Lester (Rodney's 
son, who also provided the opposition in Downhill Jam). 


Spore TAPE®! DISKE) CARTE 


Mastertronic / Bulldog #7, q 
Jim Baguley (loading game a, Ci = 


by Robert Alpin) He > 
Let It Grow... o-ee-< 


2 


budget shoot ‘em ups. Control was speedy and responsive, although ? 
the music andsound effects by David Whittaker were merely adequate. LLLLLLE 

The graphics fit the style, and the growing spores were very nicely Ree beet 
animated. One interesting extra was the screen designer, allowing babe 
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Spore was another of a growing number of fast-paced, single screen cas manana 
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cd 
the players to make their own levels. While it was not the deepest =ts6 

game, there was a lot of satisfaction in getting through the tougher /®»=<<<e« 

levels. Another interesting aspect of the game was "Load ‘n Play", a wee Meccan «4 Bes ae 
small game that appeared while the tape was loading. With a tune i 
by Rob Hubbard, it was a simple blasting game that whiled away the & 
time until the main game loaded. (Mastertronic did this again with the 
famous “invade-a-load”, which also featured Rob Hubbard's music 
- even though he was not aware of it until many years later when he 
was asked about it in a Commodore Zone interview). 


Bulldog was a label set up by Mastertronic to champion the best 
of British budget software overseas and published games made in 
Great Britain. There was an equivalent label known as Entertainment 
USA, which was used to import American games to Europe ~ such as 
Bump Set Spike, and Ninja from Sculptured Software. Note that the 
programmer of this game, Jim Baguley should not be confused with 
Jim Bagley, who was primarily a ZX Spectrum coder. 


As a fairly innovative budget shooter, the aim of this game was to contain an outbreak of rapidly multiplying spores inside a 
research laboratory before they could escape to the outside world. As the game started, the spores were already getting 
out of control but could be eliminated with the use of pesticides, found in the barrels spread around each screen. The player 
then had to collect all the barrels and shoot the spores to progress to the next level. Each screen also featured laser barriers 
(powered by the machines at each end) that were reflected around the screen by the handily placed mirrors. Shooting these 
mirrors altered the angle the beam was reflected at, opening up new sections of the screen. Destroying the laser machines 
dropped the barrier completely, releasing any spores behind it. In an emergency, the player could consume a pill, releasing 
heromones to repel the spores for a short time. 
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Software Projects ING 
John Darnell, Nicole Bai- bid age N 
kaloff, Martin McDonald 8/10" 


Space Roadrunner From Mars... 


The genesis of this game is somewhat obscure; back in the 1980s, 
Matthew Smith was working on a game based on Wile E. Coyote, only 
for the license to fall through soon into the process. If was then turned 
into Attack of the Mutant Zombie Flesh-Eating Chickens From Mars, 
which was sadly never released. At the same time John Darnell was 
developing a similar C64 game, which became Star Paws. Whatever 
its roots, it was a good chase game with a sense of humour much 
in the vein of the Roadrunner cartoons. Rob Hubbard provided the 
accompaniment in great style. There were frustrations — the odd 
graphic glitch, supply cases sliding across the landscape and Space 
Chickens disappearing from one side of the screen fo the other. 


Star Paws was released at a “mid-price” level of £5.95 on tape, 
compared with the then standard full price of £9.99. At the Classic 
Gaming Expo UK in 2004, Matthew Smith reveaied he once slept on 
a palette of cassette covers for Attack of the Mutant Zombie Flesh- 
eating Chickens from Mars. Amazingly, one of those inlays was 
discovered in a Merseyside second-hand shop a few years ago, 
although there was no sign of a cassette... 


The hero of Star Paws was Captain Rover Pawstrong, summoned to 
stop the pirates who were breeding Space Chickens (a delicacy used 
as a trading currency) on the Moon in an attempt to destabilise the 
financial markets. Rover arrived in a supply ship, which would drop off extra weapons and devices for him to use, including 
rocket launchers, dynamite, a hoverpad, a high-flying rocket and galactic burgers (for energy). In desperation, Rover could 
grapple the fast-moving space chickens to the ground, which would also refill Rover's energy. There were twenty chickens 
to collect, spread around three locations. Most were on the surface, but some were deep in the underground mines. Rover 
needed a lamp to explore there to find the ammunition for the laser catapult. Activating the teleport (from a supply crate) 
on the surface sent the player to the catapult screen, Chickens were grazing in the distance and Rover had to hit them with 
the laser ball by shifting the catapult left and right, before moving it up and down to set the elevation of the shot. Mis-time it, 
and the chickens used a trampoline to reflect the shot back at the hapless Rover. 


bY BLeOS Ti Gh | 
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“Exciting gameplay, pretty graphics and some great Sir Hubbard 
toons... it's only six quid!” - Commodore User, August 1987 
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Strike|Fleet TAPER DIKE CARTES 
Electronic Arts mee ; 
Lucasfilm (Noah Falstein) J 


Aye Aye, Admiral! 
Strike Fleet was an excellent strategy game with several different } 
scenarios providing long-term depth. Presentation was fantastic, from 
the excellent static screens to the huge control panel. Graphics were 
good, particularly the view through the binoculars, and the game's 
sound was effective at creating atmosphere. It took a while to learn 
all the key commands and completing the game required a lot of 
dedication. As a mixture of arcade action and naval strategy, there 
was very little to rival it on the Cé4. 


Strike Fleet was a sequel to PHM Pegasus, a similar simulation 
that placed the player in control of a single vessel. The high-tech 
hydrofoil Pegasus also featured in Strike Fleet, along with many other 
meticulously researched ships, helicopters and aeroplanes and their 
weapon systems (drawn in detail in the accompanying manual). 


The player was put in charge of a naval task force, taking part in 
conflicts around the world from the Falkland Islands to the Persian 
Gulf. First stop was the shipyard to choose from the available vessels, 
the choice depending on what role or armament was needed. Then 
it was off to the tactical map to follow the movement of the fleet. Time 
could be accelerated on the map to speed up long journeys, but an 
alert would sound if the player's attention was needed. Moving onto 
the bridge of a ship allowed the player fo see what was happening 
first hand, with the additional option of using binoculars for a close-up. 
Enemy ships, submarines, helicopters and planes would all move into the area and have to be dealt with as they appeared 
on the radar. A variety of offensive and defensive weaponry was available, from a helicopter dropping sonar buoys to 
search for submarines to chaff decoys. Main guns and missiles were aimed through the binoculars, with missed shots splashing 
into the water. At the end.a status screen would describe how well the player had performed, with promotion or demotion 
depicted with a new rank. A bad performance (such as destroying civilian vessels) would end with the player being demoted 
to Deck Mopper or facing a court martial. A campaign of several missions allowed a successful player to reach the highest 
levels of command, and ultimately the rank of Fleet Admiral. 
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West Bank TAPE®! DISKEG CARTE 
Gremlin Graphics j N 

Dinamic I 
Are You Quick On The Draw? 


This game was a fun little game once the player got used to using the 
keys. Graphics were good, with the big doors opening and ithe large 
characters being nicely animated. Musician Fred Gray provided 
a great Western soundtrack and excellent spot effecis. While it 
appeared straightforward on the first game, it soon grabbed hold 
and became quite addictive. 


West Bank was inspired by the arcade game Bank Panic, although 

it was not an official license. The game was developed by Spanish JF Sima iPS 
company Dinamic, and was distributed in the UK by Gremlin Graphics. [iusto 
Unusually (and similarly to Star Paws), it was released in the UK at a CaeUPn TST! RID 
price of £5, half of the then standard £9.99 for a full-price game. as to whether you will 


In this game, the player took on the role of a bank guard in the old Wild still be playing in a fortnight’s time...” - ZZAP 64, April 1987 


West, standing behind the counter to watch the customers arriving ~ 
through the twelve doors. Only three doors were visible at once, so WEST: BANK 
the player had to scroll left and right to see the rest. A status display 27 


at the top of the screen showed all the twelve doors, the aim being 
to receive a monetary deposit at each door. The doors then opened 
and closed randomly to reveal the clients. Some were friendly and 
were there to pay in money, but some were bandits there to steal the 
money. Bandits who arived with guns drawn could be shot straight 
away, but many paused before drawing their guns — and it was the 
code of the West not to shoot an unarmed man. Not only that, but 
care had to be taken not to shoot the innocent men and women. If 
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the player took too long fo shoot someone who was not innocent then... BANG, the player was dead. To make matters more 
complicated, at later levels the innocent people were often shoved aside by an impatient bandit hiding behind them. Also 
to be watched was Bowie the Dwarf, who appeared wearing a pile of hats. Shooting the hats revealed either a moneybag 
(which was collected by being shot) or a bomb (which must not be shot). Between levels, three of the bad guys would 
challenge the player to a fast-draw contest; again they could not be shot until they drew their guns. The faster the player 
shot them, the more bonus points were given. 


Wizball TAPE! DISK CARTS 
‘he APES ae 


Ocean 


Sensible Software (Chris 
Yates, Jon Hare) 


Wot A Wizace! 


Wizball was voted the “Game of the Decade” by ZZAP 64's staff and 
regularly appears in online lists of top C64 games. It was a strange 
combination of progressive shoot ‘em up, platform game-and painting 
by numbers. Graphically it was excellent throughout, with high quality 
backgrounds and a huge range of sprites. Presentation was slick too, ipa es 
with the weapon icons and the colour cauidrons in the screen border : 
giving more room for the scrolling landscapes. The only hurdie was the 
initial difficulty, but once the player learnt how. to pick up the first two 
icons and gained greater control of the ball, it became immense fun. 


The guitar playing of the Sensible Software team inspired Martin “This is definitely one groovy game... graphics are fab, sound 
Galway's tunes for this game. Chris Yates played the “Game Over" throughout is great” - Commodore User, June 1987 

riff, while Jon Hare laid down the bass riffs for the bonus tune. Galway gas 

actually joined Sensible Software for a while, before heading off to 
greener pastures in the United States. ; 


The evil wizard Zark had stolen the colour from the world, and it was up 
to the Wiz and his cat Nifta to restore it. Wiz cast a spell to fold himself 
into a ball, which bounced around the drab grey landscape. Shooting 
the static DNA-like enemies released a green pearl, which could be 
picked up to earn bonus weapons. The most important power-ups 
were the first two — Thrust gave greater horizontal control of movement, 
while Anti-Grav stopped the ball bouncing. Shooting the coloured 
balls released a matching droplet of colour, although to catch the colour, Wiz needed his Catellite - a small satellite ball 
that could be controlled by a second player, or by a solo player holding down fire to transfer control. The colour drops went 
into the cauldrons at the bottom of the screen, each level needing three colours to complete, with some shades created by 
mixing more than one colour. This meant travelling between levels using the pipes. Once a level colour was complete, Wiz 
warped back to his laboratory via the bonus screen where more points and an extra life could be earned. While the colour 
was mixed in the laboratory, Wiz could select a weapon to make permanent (i.e. the next time he died, the new ball would 
start with that power-up). There were eight levels to complete, before the colour was drained again and the game restarted 


at level one. 
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Zolyx TAPE! DISKES CARTS 


Firebird 


Gabor K. Kadas and 
Zoltan Tass (aka Zoli) 


(Don’t) Join The Dots... 


For a game that was inspired by the arcade game Qix, Zolyx did 
not look like much (and neither did its inspiration for that matter) but 
it was great fun and a very playable game. Graphics were minimal 
— the player controlled a dot that was being chased by other dots. 
However, there was a nice loading screen — which was probably the 
most graphically rich part of the game! The only colour came from the 
blue fill of the completed area. Sound was made up of simple bleeps 
made by the dots as they moved, but the effects complemented the 
sparseness of the graphics well. 

ZX Spectrum legend Pete Cooke was responsible for that machine's ‘« 5: ae 

version of Zolyx, which did not fare as well as the Cé4 version. The or pearing et Gane pes See 
inspiration for Zolyx, the classic arcade game Qix, finally appearedon —_o “ — 


the NTSC C64 in 1989 thanks to Taito in America. The C64 conversion 
of the enhanced sequel! Volfied with its power-ups and colourful 
backgrounds had an intro tune written by Mark Wilson, which 
contained a sample of Kelly Le Brock from cult 1980s movie Weird 
Science. |t had little relevance to Volfied, but the programmers (lan 
& Mic) heard the demo version of the tune and liked it so much they 
wanted it for the intro. 

In a very similar fashion to its progenitor, Qix, the object of each 
screen was for the player to capture more than 75% of the black 
background by drawing lines with their “dot” to enclose areas. In the 


eevneeen 7zortv~x 


meantime the enemy dots bounced around attempting to catch the player by colliding with an unfinished line. Once an 
area was enclosed by lines, it was filled in blue and the player's percentage score went up appropriately. If there was an 
enemy inside the area, it would not fill but the line would become blue and trap the enemy in that space. Roaming the edge 
of the playing area were more enemy dots. Colliding with an enemy cost the player a life. The other trick up the player's 
sleeve was the "reverse", which made the enemies reverse their direction when fire was pressed. However, the player only 
had a limited amount of reverses to use on each level. 


e latest version of the GEOS operating system, known as GEOS v2.0, 
was launched at the Summer CES Show featuring improved applications 
and more drivers for printers and other hardware. Berkeley Softworks 
had taken their inspiration from the Apple Macintosh (and Commodore's 
own Magic Desk software) to create their Graphic Environment Operating 
System, with windows, icons and menus replacing complicated commands. 
Commodore helped increase the popularity of the system when it bundled 
the GEOS v1.5 disk (and a demo of the new v2.0) with every new 1541 
disk drive. 


EOS also supported Commodore's RAM Expansion Unit (REU), that 

came in 128K (designed for the C128), 256K and 512K formats. 
Using the extra memory as a RAM disk made GEOS a lot faster to work 
with. 


ehind the scenes at Commodore, a new machine was in development. 

Originally dubbed the 64DxX, it later became known as the Commodore 
65. Aiming to bridge the gap between the Amiga and the C64, the VIC-III 
chip (nicknamed Bill after engineer Bill Gardei) gave higher resolutions and 
more colours than a standard 64. A built-in 3.5” disk drive and numeric 
pad were also to be included. 
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Alien Synd rome TAPE! DISK) CARTE! 


Ace / Sega 
The Edge (Tim Rogers, Darrin Stub- 
bington) 


Is This Going To Be A Stand-Up Fight, Sir, 
Or Another Bug Hunt? 


Sega's arcade game translated very well to the home machines. The 
Commodore 64 version used a push-scrolling system and the majority 
of the graphics were well animated. The bright colours sometimes 
failed to put across the dark atmosphere of the original, but there 
were some impressive touches — most notably the large (and nasty- 
looking) end of level guardians. Presentation included a nice attract 
sequence (based on the arcade) and an end sequence. The music by 
Jeroen Kimmel was reasonable too, covering the arcade tunes, along 
with some comparably good sound effects. At times the push-scrolling “A competent conversion... will definitely keep fans of the coin- 
method could cause a problem, as the player walked straight into op going for a long time...” - Commodore User, May 1988 

an alien at the edge of the screen. But that was a minor drawback ma ; ‘ 
considering the attraction of the gameplay. 


Ace was a label belonging to software company The Edge (formerly 
known as Softek) created to publish arcade conversions. The budget 
label the company later set up was called Rad, and among its first 
releases was Alien Syndrome. The Edge went out of business in the 
early 1990s, before it could release games such as The Punisher (based 
on the Dolph Lundgren film) and Darius+. 


Earth's space stations had been invaded by alien lifeforms, so it was 

up to Ricky and/or Mary (if a second player took part) to free the humans being held hostage and destroy the invading 
aliens. Each space station was shown from overhead, with a handy map showing the location of the hostages available at 
terminals on the walls. A time limit rapidly ticked down to the self-destruction of the station. Roaming around the levels were 
several forms of alien, from simple blobs to strange eye-firing monsters. The player could also upgrade their weaponry by 
raiding storage lockers. Among the weapons were a flame-thrower with limited range, a fast-firing laser and firebombs. Bonus 
points could be collected from the question-mark blocks, with the symbols being all chess pieces; the higher the value of the 
piece, the higher the bonus score given. Once enough of the humans had been rescued, the players had to dash to the exit. 
Then they would face a much larger alien that had to be destroyed with multiple shots before time ran out. 
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TAPE! DISKIZ CARTE 


Thalamus 


Cyberdyne Systems (Robin Levy, 
Dan Philips and John Kemp) 


Shoot You Down... 


This was a stylish and demanding shoot ‘em up with some very eee PO Fee 
impressive graphics, drawing inspiration from arcade games such 
as Salamander and R-Type. The attack waves swirled and swooped 
across the screen, huge end of level bosses pumped bullets towards 
the player, and each of the eight levels had a distinctive look. Martin 
Walker created the superb music, with military drums in the loading tune 
and a mysterious, swirling title tune. The progressive weapon system 
was brilliantly implemented, letting the player decide what to add to meth 
their ship. A fully armed ship was a formidable sight, and unleashing fo a) ee pO a 

the three different super-weapons created a deadly lightshow. It was 
a difficult game but persistence paid off. 


For their debut game, Cyberdyne Systems served up a real treat which 
gained the subtitle Delta 2 as a marketing ploy by publishers Thalamus. 
Sadly the sequel to Armalyte was never completed, but a demo version | 
can be found at www.gtwé64.co.uk. Early demo versions of Armalyte 
can also be found there; it was first called Starburst, then Magnox and 
Manowar, before Armalyte was selected. These demos also show the 
change in graphic style during the nine months of development. 


The story for Armalyte followed on from the prequel, Delta. In Armalyte, 
one or two players were thrown in at the deep end, controlling a space 
ship that flew back into Delta space. An indestructible drone that gave 
extra firepower and blocked incoming bullets helped a player on their own if a second player wasn't available. Wave after 
wave of aliens flew towards the player, with scenery deadly to the touch and gun emplacements adding to the danger. 
Along the way the player couid pick up crystals to provide a temporary shield, or shoot one repeatedly to turn it into one 
of a variety of add-on weapons. These included vertical fire, the Fish weapon (based on Delta), and extra batteries for the 
three super-weapons. The super-weapons were unleashed by holding down fire to cause extra damage, and then took a 
long while to recharge (which could be reduced by bolting on extra generators, while additional storage batteries could 
be collected to give the weapons extra shots before they needed recharging). Eight tough levels stood between the player 
and success, 


AP mm meee 


—_ 


AP mm mee 


“If you miss Armalyte, you are missing one of the best C64 
shoot ‘em ups of all time” — ZZAP 64, November 1988 
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ihe TAPE(Z! DISK] CARTES 


Ocean 

Special FX (Zach Townsend) SA - 
“Holy Commodore 64 ca 
Conversion, Batman!” 


This game had.a very distinctive look, inspired by the panels of a 
comic book. Backgrounds were really well designed with some large, 
well-animated sprites moving around them. Fred Gray's funky music 
recalled elements of the TV version's theme tune. Best of all was the 
“zooming bat" effect when the inventory screen was opened. There 
was a good balance between fighting/avoiding enemies and finding 
out where the many objects needed to be used. Control was good 
for the most part, with the only minor irritations being the difficulty in 
climbing ladders or in being trapped in a corner by the bad guys. 


Ocean licensed the comic book Batman for their Caped Crusader 
game, but in 1989 they secured the coveted license to create 
a game based on Tim Burton's Batman: The Movie. This followed 
Ocean's template of different game styles, with Batman climbing 
buildings with the help of his Bat-rope, flying the Batwing and driving 
the Batmobile, as well as solving a logic puzzle to stop the Joker. 


There were actually two games for the price of one on the tape. “A 
Bird in the Hand” featured the Penguin as the bad guy, and Batman 
had to stop the factory producing killer penguins. “A Fete Worse Than 
Death" on the other side of the tape saw the Joker kidnap Robin, and 
Batman had to rescue the Boy Wonder from a funfair. Starting out in 
the Batcave, Batman moved around the large map with each new 
screen overlapping the previous one. Objects initially appeared on the screen as a bat symbol that Batman could pick up, 
and from the inventory screen Batman could use them in various ways. For example, some objects would open a door or a 
new section of a screen, and different types of food were also essential to help restore Batman's energy. There were many 
enemies out to stop Batman, from henchmen armed with guns to killer robot penguins. The player could use punches and 
kicks to fight them, or equip the Batarang to attack from a distance. As puzzles were completed, Batman's percentage score 
went up — the aim being to complete each of the two stories with a 100% score for using all the items in the right place, 


“Batman is one step above being a run-of-the-mill logic puzzle 
arcade adventure...” — Commodore User, December 1988 


Bionic \Gommando (WLS Version) TAPEW! DISKIZ! CARTS 


GO! SCAU, a, PLAYER HIGH_SCORE 
Software Creations (Ste Ruddy, An- | —’= 

drew Threlfall) 8/10 73 ~~ HEE F sani 
’'m The King Of The Swingers... ‘Yd | 


The UK version of Bionic Commando was a tough game that packed 
a real challenge. The flaws of the arcade game were still present 
— the slow speed of the bionic arm, enemies dropping directly onto TTIW 
the player's head from the platform above, and spots where it was 
difficult to climb up onto another platform at an angle. But despite the 
frustrations it was an excellent game. The backgrounds captured the me TTT UTTT TT il | TT] 
flavour of the original and scrolled smoothly in all directions, and the Fu. TLL Fat tit 1 
majority of the sprites were above average. The arcade-based music Pee ee phe = 
by Tim Follin was worth listening to, from the Latin swing of the firstievel [Re see: ats “ed 


to the metallic military sounds of the title tune. - " . a ve - an 
; : : If you're looking for a fast and addictive game, swingalonga : 
The UK version by Software Creations was superior to the American Bionic Commando” - ZZAP 64, July 1988 4 f 


version published by Capcom USA. Despite a more detailed main 
sprite, everything else about the American game was disappointing. 
One interesting fact is that it featured a similar menu system to other 
Capcom USA games (Speed Rumbler and Street Fighter), with a 
difficulty level selection not present in the UK game. 


Bionic Commando was split into three loads totalling five levels. Level 
one was the dying forest which led to level two's castle with gun 
emplacements. Level three was the sewers and level four was the 
control room, On level five the player had to get through the silo to 
destroy the launch computer for the enemy's Doomsday weapon. 
The player controlled a commando with a big gun and a bionic arm, and each life would start with the hero parachuting in 
from the top of the screen. The arm could be sent horizontally to pick up bonuses or knock over enemies, or fired upwards to 
catch hold of a nearby platform. Launching it at a diagonal let the player swing back and forth before pushing upwards to 
retract the arm and climb up fo the platform. Crates containing bonuses were also parachuted in, and had to be shot open 
or hit with the claw on the end of the bionic arm. Medals added bonus points while gun upgrades gave the player faster or 
stronger firepower. Collecting the right upgrade could speed up the arm. Time was constantly ticking down, and with only 
three lives to start with, getting through alll five levels would be tough. 


PLAVER 2 HIGH, SCORE 
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Bombuzal 
Image Works 
Tony Crowther, David Bishop 


Tread Carefully, For You 
Tread On My Bombs... 


Bombuzal was a puzzle game that required planning, forward thinking 
and quite often a stroke of luck to succeed. To help the player it could 
be viewed in two different ways — the graphically impressive isometric 
3D view (with a huge cute character for the main player) or the 
overhead 2D view which was easier for the bigger levels, although an 
overhead map was available to scrutinise too. In both modes the big 
explosions looked and sounded great, and some sampled speech 
and a cute title tune complemented the noise of the bombs. The 
password system was really handy, letting you get back quickly to a 
difficult level to try again. 


One of the more intriguing aspects of Bombuzal was that gaming 
celebrities helped design certainlevels. Among those who contributed 
were Jon Ritman, Andrew Braybrook, Geoff Crammond, Gary Liddon 
and Jeff Minter. Minter's |eve! exploded to reveal the shape of a 
llama... which was leaving behind a small pile of dung. However, a 
PlayStation remake named The Bombing Islands failed to sell well. 


in Bombuzal, the player took the job of a bomb disposal expert, seiting 
off bombs and mines in over one hundred taxing levels. Holding the 
fire button triggered an explosion in any bomb under the player's feet, 
with a short countdown letting them step to safety. The explosions 
would often trigger a massive chain reaction, destroying the tiles that 


TAPE) DISK CARTE 


C73 CI 
BORUS 


“[The programmers] have given us a real gem... the best C64 
puzzle game since Tetris” - ZZAP 64, Christmas 198 
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made up the level — including those under the player's feet if they were in range. Mines were yet another explosive hazard 
that had to be avoided. Many levels featured tracks that allowed the player to shift a bomb's position before destroying it, 
or “atomic” bombs that triggered all the other atomic bombs on the level at the same time. Icy tiles hindered the player's 
progress, sending them sliding in one direction, whereas Earth tiles crumbled after the player had stepped on them once, 
and indestructible tiles offered an escape route. On later levels the player could control two small robots (called Bubble and 
Sqweek) that were used to trigger bombs remotely. There were also enemies patrolling the levels to catch out the unwary 
player. Once all the bombs were gone, and the player avoided being killed in the explosions, it was on to the next level. 


Cybernoid TAPEW! DISK! CARTE 


Hewson 


Nick Jones, Hugh Binns, Stephen 
Robertson 


Space Pirates At Six O’Clock! 


Rafaelle Cecco had a string of ZX Spectrum hits that were transferred to 
the C64 by his colleague Nick Jones, whom he had met while working 
at Mikro-Gen. This was a very polished flick screen shoot 'em up, with 
the main craft and the enemies drawn with a lot of detail. Jeroen Tel's 
excellent title tune was followed by some well-made sound effects in 
the game itself. The backgrounds were well defined too, full of alien 
plants and metallic structures. Selecting exira weapons from the 
keyboard was a bit tricky in the heat of battle. In general the difficulty 
level was high, but there was a compulsion to see the next screen and 


get a bit further each time you played. “k portket Felence | difficulty and playability...” 


The sequel, Cybernoid 2, added more types of weapon and was —~ Commodore User, May 1988 
even tougher. The Cybernoid games made an appearance on the 


C64 DTV (see the 199x chapter). Jones and Cecco also released » ae . | REET | ARTE | PT 


Stormlord through Hewson in 1988, a tough arcade adventure most 
famous for its large naked fairies, even though the game itself was not 
that impressive. However, it did well enough (presumably due to the 
aforementioned fairies) to warrant a sequel, Deliverance: Stormiord 2. 
Sadly, the continued inclusion of naked fairies (with horns, no less!) did 
not secure a further sequel. 


Cybernoid put the player in control of a Federation ship, and the aim 
of the game was to stop a gang of evil space-pirates looting cargo from a supply base. The craft was equipped with a 
main laser and five add-on weapons. These included bombs, mines (which were dropped and explode on contact with the 
enemy), bouncing bombs, the defensive shield and seeker missiles. Extra ammunition could be picked up when dropped by 
destroyed enemies, along with the stolen cargo. Collecting enough cargo by the end of the level earned an extra life. As well 
as the waves of pirate ships out to stop the player, there were automatic missiles that launched when the player went over or 
under them, mazes of pipes with floating blockers and static guns that fired a stream of bullets. Crates blocked sections of the 
screens and had to be shot or bombed to clear them, and little groups of aliens ran around the walls to hinder the player. This 
was a very fricky and demanding game, with three separate levels to complete, each of which covered many screens. 


DarkeSide TAPE(! DISK! CARTE 


Incentive 
lan & Chris Andrew 


Come Over To The Dark 
Side... 


Dark Side was the sequel to Driller, and used the same Freescape 
system. The 3D graphics were more detailed, with some fantastic 
objects to see such as the mysterious Sphinx and the huge Zephyr 
One weapon. While the speed of drawing remained slow, the 
atmosphere was maintained by the superb music by Wally Beben. 
Once the player got accustomed to the speed of the game, conirol 
was good despite an overabundance of keyboard commands. 


In total there were seven official Freescape related releases on the 
Cé4 - Driller, Dark Side, Total Eclipse, Sphinx Jinx (Total Eclipse 2), 
Castle Master, The Crypt (Castle Master 2), and The 3D Construction 
Kit. 


The story behind Dark Side followed on from Driller, where exiled to 
another moon, the Ketar criminals who had destabilised Mitral with 
their mining had begun plotting revenge against their captors. They 
built a giant weapon on the dark side of the moon called Zephyr One, 
powered by the ECDs (Energy Collecting Devices) spread around the 
surface. The ECDs were wired in a complicated network, meaning it 
was difficult to destroy them. If an ECD was connected to more than 
one other active ECD, it would regenerate when shot. The trick was 
to find and disable the ECDs in the right order. The player travelled 
on foot or by jetpack around the moon, shooting out the ECDs and 
solving puzzles to open up new areas. Fuel and shields were limited, as in the first game, with energy crystals and fuel rods 
to be collected to replenish the specific resource accordingly. Tanks, turrets and lasers attacked the player, and a scanner 
in one sector sent them straight to jail, though it could be escaped by paying a "fine" in the form of energy. There was a 
constant readout of Zephyr One’s power level on the side of the screen. Once it reached maximum the weapon fired and 
the game was over. Shooting the ECDs slowed down the power increase, giving the player more time to reach and destroy 
Zephyr One. The only way to reach the end was to collect the letters of the word DARK from four different sectors, along with 


« suffers from the same drawbacks as Driller... screen update is 
laboriously slow” - Commodore User, August 1988 
[goonee0) | [eco Toor 


Deflektor, 


Gremlin Graphics 
Vortex Software (Jason Perkins, 
Steve Kerry) 


Like A Ray Of Light... 


This was an excellent puzzle game from Gremlin Graphics based 
on a design by Costa Panayi, and featured a great tune by Ben 
Daglish. Although the graphics were relatively simple, they were well 
put together and the beam of light was very effective, although the 
accompanying sound effects were merely perfunctory. Once the 
player got the hang of the controls it was fairly easy to get far into 
the game, and to help players pick it up, the practice mode allowed 
the first three screens to be played with a slower rate of energy drain. 
However, a major drawback of this game was the lack of a password 
system to skip completed levels, so playing through the early screens 
over and over again when a new game was started soon became a 
chore, 


Deflektor was followed two years later by a sequel, Mindbender, 
in which the player controlled a wizard who had to destroy magic 
cauldrons with the light beam to help open the door to the next 
level. That game also featured a level editor to make your own 
screens. Additionally, a Game Boy conversion of Deflektor (renamed 
Brainbender) was released fo a moderate reception in 1991. 


in Deflektor, the player was in charge of a large beam of light, which 


had to be guided through a maze of mirrors from the generator to the 
receiver. On each screen were a number of grey energy spheres that 


had to be destroyed before the receiver would be opened. Then the player had to align the beam so if entered the receiver 
and the level would be complete. The only way to control the beam was by altering the angle of the mirrors with the joystick 
(holding fire turned a mirror and letting go of fire moved the cursor around the screen}. Time was limited by the energy level of 
the beam. Additionally, it could also be made to overheat by being aimed at a wall or reflected back on itself, both mistakes 
that would send the temperature gauge rising. If it filled, a life was lost. Other problems included rotating mirrors that could not 
be altered by the player, brown spheres that absorbed the beam, and the refractor that sent the beam in random directions. 
The player also had to make use of the “fibre-optics” ports that teleported" the beam to a different part of the screen. 


- ———————————— 
“More cunning than Rubik’s cube, more mentally stressful than 
a game of chess” - Commodore User, February 1988 
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Hughes International 
Audiogenic | 

Grah Bligh ’ And ii we | at ee AUCULOdeYUc 
fay Senne a A 184% |890% | i 
Sick As A Parrot, Over The Moon, At The 
End Of The Day... 

The slick front-end of this game was followed by the blocky player 


graphics, which strongly resembled the players from the classic 
International Soccer. However, these players had more moves and 


ey 


Soccer TAPEM DISK CARTE 
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extra animation up their sleeves when compared with their earlier eed ae | 

counterparts. The pitch scrolled smoothly, with advertising boards SB 7 

at the side. Control had been updated to include sliding tackles, as d 

well as being able to pass and shoot at several angles. The player ¥ | (eee 

could also choose between letting the computer switch control to the Ls — —————————— = 
footballer nearest the ball automatically, and a manual selection by “Graphical crudeness belies its sophisticated gameplay... the best 


pressing fire to change. Playing against the computer was a tough football simulation available ” — ZZAP 64 
challenge at the higher skill levels, but the most fun came from beating i 
a human opponent. 


Emlyn Hughes was captain of the England football team and part of }-; 
the famous Liverpool side that dominated in the 1970s. After retiring he 
became a team captain on the popular BBC TV quizshow “A Question 
of Sport” where he was more famous for his mistakes. Audiogenic used 
his name for a second game, Emlyn Hughes Arcade Quiz, based on a 
trivia machine. Sadly he died from a brain tumour in November 2004 
at the age of 57. However, the legacy of this game still endures. As of aietiaate 2 ; eat 

the time of writing, there is a website dedicated to the game at www.ehis64.net allowing players fo challenge each other. 


The game combined management options with an arcade-based football game. There were several types of game 
available, from a simple friendly match to a longer tournament. Club and player names could be edited, along with giving 
each player different skill ratings in three key areas. Out on the pitch the players could pass the ball along the ground, chip 
the ball into the air and go for headers if the ball was airborne. With a bit of practice, the player could control the angle of 
their pass or shot and even go for a backheel (depending on the options set in the game's menu). 


November 1988 


Note that the Commodore Format score is from the August 1992 budget re-release. 


mhe\Great GianalSisters TAPEM! DISK CARTS 
Rainbow Arts / GO! =, Sian: rUS STRGE  “TINe 


Factor 5 (Armin Gessert, Manfred 
Trenz) 


Brothers Sue Sisters... 


The legal action by Nintendo that led to the ban on this game helped 
draw attention to how good it actually was and it even had a few 
tricks up its sleeve that differentiated it from Super Mario Brothers. 
For example, the strawberry gave the player homing bullets, and 
the water drop protected against fire. Chris Hilsbeck's music was 
excellent throughout, with a funky main tune and some good sound 
effects. Level design was top notch, with nicely drawn backgrounds 
that split into underground and overground styles. The sprites were 
good on the whole with plenty of different enemies and larger boss 
creatures, 


On sale in Germany during 1987 through Rainbow Arts, Nintendo saw 
the game in action and took out a lawsuit to prevent publication and 
development of the sequel. The game disappeared from shop shelves 
in the UK after just two weeks on sale, where it was on the GO! Label 
(part of US Gold). A few lucky people (the author included) managed 
to buy an original. The sequel Artha and Martha In Future World was 
also affected by the ban; work was cancelled and ultimately it was 
re-designed and eventually released as Hard ‘n Heavy. Amusingly, an 
official conversion of Super Mario Brothers for the C64 had been in 
development by Orpheus Software, but it was never completed, 


Giana and her sister Maria were trapped in a land of bad dreams, LE : <= : Sabeserasererarors 
and the only way out was to destroy the creature causing them. There were 32 scrolling levels, with hidden bonus rooms to 
discover. Giana could find power-ups hidden in blocks, which she revealed by hitting them with her head. The most vital was 
the wheel, which gave Giana.a punk hairdo and the ability to break bricks. The lightning bolt let her shoot enemies (some 
of which could also be killed by jumping on them), and invisible warp blocks skipped Giana forward a few levels. At the end 
of some levels there was a large creature to avoid or defeat. Spikes and fire would end Giana’s life, and the player had to 
watch out for crumbling platforms that disappeared under her feet. Collecting one hundred of the many diamonds spread 
around the level or hidden in bricks would award Giana an extra life, as did collecting the lollipop. 


153 


“Rainbow Arts’ latest game is a highly playable Super Mario.) 
replica...” - Commodore User, June 1988 
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Thalamus 

Boys Without Brains (Mario Van A 
Zeist, Jacco Van T Riet, Arthur Van 8/10" 
Jole, Robin Levy) 


Eyes Of The Hawk... 


There was one school of thought that Hawkeye was a polished, 
playable platform game that deserved to be called a classic. There 
was another that says if was over-hyped, overly difficult and over- 
rated. Regardless, the presentation was fantastic from the animation 
of the Xamoxian face in the intro, to the superb parallax scrolling. 
Sprites were impressive, particularly the swagger of the hero, although 
some of the enemies were a bit messy. Sound was good all round — the 
effects were meaty, the tunes and jingles by Jeroen Tel well placed. 
But it was the gameplay that let Hawkeye down. Running backward « 
and forwards over the same ground was repetitive, and the difficulty 
level wavered between virtually impossible and ridiculously easy. 


Hawkeye received a glowing review from ZZAP 64, only to be trashed | : 
by C&VG (which gave it 3/10). Much later, the then-editor Gordon 
Houghton admitted that he came under considerable PR pressure to 
award a high score to this game (as Thalamus and ZZAP 64 were owned 
by the same parent company), and ever since then has regretted 
giving in. However, at the time he had only just started the job, and 
did not feel as if he had enough clout to refuse the demands. 


The animated introduction told the story of the Xamoxians building a 
Synthetic Life Form (SLF) controlled from an underground bunker. The player took control of that SLF through twelve levels of 
platform action. On each level the eyes of the hawks on the status panel flashed to indicate where to find the next piece 
of the puzzle. When four pieces were collected, the level could be completed by running to the far right. The eyes would 
also indicate where to find extra ammo and energy. Large numbers of enemies were ranged against the player, from small 
blue birds to large rhinos and gorillas charging across the screen. Four types of weapon were available for selection. The 
basic pistol had unlimited shots, but the other three had finite ammo — the machine gun, the laser and the rocket launcher. 
Between levels the SLF’s energy was restored as the bonus score (based on pieces found and ammo/energy remaining) was 
counted. 


IkariWarriors TAPEW! DISK! CARTS 
Elite 


John Twiddy, Paul Walker, Rory 
Green, Karen Trueman, John Har- 
rison 


There’s Something About A Soldier... 


Converted from the SNK coin-op, Elite came up trumps with Ikari 
Warriors. Replicating the large numbers of enemies and bullets on 
screen was a tough task, so they turned to top programmer John 
Twiddy who did not let them down. Graphics were rugged and chunky 
with suitable animation; the enemies rushed in, knelt to shoot at the 
player and then rushed onwards. The martial music by Jason Brooke 
and Mark Cooksey fitted nicely. The simultaneous two-player mode 
was one of the best aspects, although care had to be taken not to 
“accidentally” shoot your comrade in the back. The player could 
also lock and unlock their firing direction, giving a greater freedom of 
control. If was a great conversion with a lot of enemy territory to get 
through. base 
The European Cé4 version was heavily delayed by John Twiddy's work 
on The Last Ninja. Meanwhile a separate version was developed by 
Quicksilver Software in the US and published by Data East, but it was a 
much poorer title than the European one. At the time of writing, SNK 
are now most famous for the horizontally scrolling Metal Slug games. 
In Ikari Warriors, Colonel Cook had been kidnapped, and so two of 
the toughest available soldiers were sent on a rescue mission. Their 
plane crash-landed in the jungle, meaning they had to fight their 
way to the prison where the Colonel was being held through huge 
numbers of enemy troops. The players were armed with a machine gun and grenades. Killing soldiers and destroying gun 
emplacements would often reward the player with ammo boxes of various colours - these gave more bullets, more grenades 
or strengthened the power of either. Green ammo boxes were very valuable, as they acted as a smart bomb to kill everything 
on screen, and every so often there would be an enemy tank that could be hijacked and driven to cause more carnage, 
although fuel was limited (unless more was picked up). Moving through deserted towns and jungle ruins, the players also 
came into conflict with enemy tanks, bullet-firing statues and helicopters, waded through water and crossed bridges to reach 
the end of their quest. Dying gave the player a brief period of invulnerability at the start of a new life. 
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Firebird 
Graftgold (Andrew Braybrook and 
Steve Turner) 


Don’t Shoot! 


Andrew Braybrook tried something bold and different with Intensity, ne a saaeail 
and if so nearly worked. Graphics were excellent and in the familiar : = 

bas-relief style of earlier Graftgold games. The different types of enemy 
were beautifully animated and the game as a whole was slickly 
presented, As a neat touch the “manual” appeared as the tape 

version loaded, with each enemy magnified to screen size. Once the 
initial disorientation of having to ram rather than shoot enemies was ees acti pa ak a Rod ims tos bb 
recovered from, there was a lot of satisfaction and knuckle-whitening PARRA RRR ARR DARR RA 
action to be had. 
Intensity shared a “timeslice” feature with Braybrook's other 1988 « 

release, Morpheus. In Intensity, there were time segments, and _ ae poe pagent y bag elit one 
new drones/skimmers took a number of segments to be created. In pies , 

Morpheus, the timeslices governed how long new hardware for the 
massive main ship took to be built. As the game continued, older 
weapons became obsolete and did less damage. Morpheus had 
a development diary in ZZAP. 64, but its release was delayed when ie Moe 
Graftgold severed their links with Hewson. 

In Intensity, aliens were once again attacking — this time a series of 
research stations. The player controlled a ship that came in two parts | | 
—a skimmer and a remote drone. The skimmer was controlled directly k_—____ : 
and by pressing fire the remote drone was called to that position. The drone was necessary ton rescue the COnets who had 
to be delivered back to the landing pad. The drone and skimmer would be destroyed if they collided, so the player had to 
learn how to call the drone over to a location and then move out of the way. Rescuing colonists released Resource Units 
(big Rs) from the landing pad, which could be caught and then spent on buying new drones and skimmers. These came in 
three varieties, with Gamma being the slowest and Alpha the fastest — the better drones cost more Resource Units. The player 
started with three drones and three skimmers, and if they ran out of either it was game over. Enemies came in several shapes 
— a Spore would fly across the screen, then land to become a Tracker that would follow the colonists and damage the level. 
If it caught one, it would mutate into a Nucion, which would home in and destroy the drone. Left alone for a long while, a 
Tracker wh land and pic into a Podule, Baas which would launch a Heenir:t to GME! in on the skimmer and destroy it. 


Ko) 
Firebird 


Kinetic Design (Doug Hare and Bob 
Stephenson) 


To Infinity And Beyond! 


10 was a very tough shoot ‘em up that got tougher over the course of 
its four levels. There was no denying it looked superb — the level designs 
were intricate and well drawn, with alien foliage and vast structures. 
All the sprites glistened and shined, animating as they moved, and 
the big bosses were excellent. David Whittaker provided a good title 
tune and some above-average effects. It was just a shame that only 
the most gifted players would be good enough to learn the attack 
patterns and survive to the end of the game, Just making it past the 
first wave took several attempts to get right. Control was pretty good, 
but the add-on weapons seemed weak compared to contemporary 
titles, 


Doug and Bob (a.k.a. Kinetic Design) were working on a horizontally » 
scrolling game for Thalamus entitied Starline. When that project was 
unceremoniously cancelled, they used the bitmap scrolling idea for lO. 
The game is often mistakenly given the subtitle “Into Oblivion", which 
does not feature on any of the game's packaging or advertising. For 
fans of this particular genre, the budget game Slayer from Rack-lIt 
offers a similarly tough game. 


The story of IO told of a convoy of ships from Earth that was threatened 
by the aliens in a far flung planetary system. The player's job was to 
destroy everything en route in order to let the convoy pass safely. 
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“A graphically superb s 


is both challenging and playable” - ZZAP 4. March 1988 
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hoot ‘em up which, although unoriginal, 
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Green smart bombs appeared every so often on each level and could be collected for immediate effect, or shot fo tum 
them into add-ons. Two levels of shot power could be added to the basic weapon, and any subsequent weapons picked up 
become Orbs (also to a maximum of two). The Orbs flew in a fixed formation around the craft and added extra firepower, as 
well as protecting against enemy bullets. A craft protected by Orbs would lose them on collisions first before eventually. the 
craft itself would be destroyed by further hits. Lurking at the end of each stage was a huge boss, which had to be eliminated 
by shooting its weak points. There were four levels to get through before the region of space was declared safe for the 


convoy to. continue on its journey... 


1 
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Rainbow Arts 
Factor 5 (Manfred Trenz, Andreas 
Escher) 


My Type Of R-Type Game... 
(Not A Copy, Honest!) 


The first few stages of Katakis were really impressive, with some nice 
background graphics and lots of well-drawn sprites. But fowards the 
end it got repetitive and lost some of its shine. The main sprite was 
excellent, despite the cumbersome looking drone, and the large boss 
creatures gave a suitable challenge at the end of each level. The 
odd glitch detracted from the overall appearance. Chris Hilsbeck 
supplied.a very dynamic score with some great tunes. The whole game 
was fairly difficult, but some sections are much tougher. However, in a 
direct comparison, it comes across more favourably than the official 
R-Type conversion. 

Activision/Mediagenic had obtained the rights to convert R-Type, 
and so they began a legal campaign against any game that was 
perceived as a clone. Katakis was the high-profile casualty, with ZZAP 
64 having to replace a covertape demo version with the ancient US 
Gold game Time Tunnel. Ironically, the team behind Katakis was then 
hired to convert R-Type to the C64 officially in a short space of time, 
and Katakis finally reached UK shop shelves under the new name of 
Denaris (with minor changes) the following year. Trenz would later 
return to the genre with Enforcer (Fullmetal Megablaster). 


In Katakis, the player flew their Eagle fighter deep into enemy space, to destroy the Machine City that had been builf up 
around the once-peaceful planet Katakis. As was common in R-Type influenced games, destroying the enemies revealed 
coloured spheres that improved the fighter's weaponry. The first improvement was a drone that fitted onto the front of the 
fighter, adding firepower and protecting against bullets. Collecting multiple spheres made the drone stronger, and pressing 
space launched it forwards from the craft. Blue spheres provided a diagonal laser, red spheres increased the strength of the 
main laser and. green spheres equipped mines. There was also a shield to collect, and a stronger shot could be charged and 
then unleashed by holding the fire button down. Enemies included static guns, robots walking along the ground and flying 
ships, and at the end of each level a large "boss" enemy awaited, guarding the way to the next level. 


“Katakis comes highly recommended to everyone who can't wait 
for the official R-Type conversion” - ZZAP 64, October 1988 


EastiNinjay2ZBackqWith Rivengeance TAPE’ DISK! CARTES 


System 3 iil Lil Wi 
John Twiddy, Hugh Riley, Tim Best W 


Mean Streets... 


lt would be easy to dismiss this as just a sequel, but there was a lot 
of depth here. The graphics were once again superb throughout, 
capturing the gritty urban setting. Music by Matt Gray was also 
fantastic, a clever mixture of styles drawing inspiration from sources 
including Tangerine Dream and Bomb the Bass. There were still a 
few niggles about the control system, particularly when it came to 
somersaulting or picking up objects, but with practice it became 
second nature. For many, this would be the pinnacle of the series. 


The limited edition pack contained a ninja mask and hard rubber 
shuriken (throwing star) in addition to the standard parchment map. 
However, UK chains Boots and WH Smith demanded it be removed xe Tian: combining of castal aw coer ae ‘ Ad 


from sale for safety reasons. System 3 would go on to re-release the venture pusal _ ZZAP 64, S ber 1988 cam! t 
= e 


game (with a new intro, improved graphics and all-new music by Reyn 
Ouwehand) as Last Ninja Remix for C64 and 16-bit computers. The 
third game returned to ancient Japan with mixed results, including an 
over-the-top 100% review from Your Commodore magazine. Although 
there were plans for the release of a C64 cartridge version of Last Ninja 
3, there has been no confirmation of a finished cartridge existing. 


The legend continued... After defeating Kunitoki the evil shogun at 
the end of the first game, Armakuni set about rebuilding the Ninja 
brotherhood. However, the shogun was not finished. Using magic he 
travelled through time and space, and Armakuni was drawn into the 
spell too. The ninja found himself in New York, with no weapons and 
the task of beating the shogun once again. The game started in Central Park, with the ninja trapped in the bandstand. The 
first step was to get off the stage and then search the nearby area for weapons and a key to the gate. Making his way out 
of the park, Armakuni travelled through the suburbs (avoiding being run over, and collecting more objects) and down into 
the sewers where an alligator lay in wait. The sewers led him to a warehouse and office block where a helicopter was waiting 
to escape. Somersaulting onto the skids of the chopper, Armakuni dropped onto the battlements of the shogun's mansion. 
Fighting his way through the rooms, the final climactic battle took place in the shrine. 
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Magnetron TAPEM DISK! CARTE 
Firebird " 


Graftgold (Steve Turner, Andrew 
Braybrook) 


We Are The Robots... 


Magnetron was the sequel to the ZX Spectrum game Quazatron, and 
made the journey back to the C64. Graphics did a good job overall, 
with the isometric backgrounds creating a good atmosphere. Some 
of the sprites were less impressive but were animated quite well. 2 : 
However, sound did not reach as high a standard, with only @ short | pecececececen a 
title tune and rudimentary sound effects. Control was good for the : ae ~ 
most part, but the game got repetitive quite quickly mainly due to 
the poor sub-games. 


Once upon a time there was a game called Paradroid; and it wos | ERERRSEREIS Ill Seseiesseses eine aaeeeaeatenes Be Eee 

good. So good that it inspired a similar ZX Spectrum game (from the “The resemblance to Paradroid is uncanny” 

same company) called Quazatron. This took the basic gameplay _ Your Commodore, June 1988 

and put it into an isometric viewpoint. But like Magnetron, the "cuie” — 

graphics did not quite measure up to the original metallic splendour 
| 


of Paradroid. (ZX Spectrum owners would disagree. Aside from the 
awful scrolling, Quazatron was a firm favourite on that machine and 
considered by many to be superior to the game that inspired it). With 
Graftgold leaving their association with Hewson behind, this became | 
the first of several games released through Firebird. 


The player controlled KLP-2 (a.k.a. Klepto), a maintenance robot who 
had to destroy a series of space stations around the planet Quartech. | 
KLP-2 had to carry fuel rods from one reactor to another, either | 
overloading them or shutting them down. Standing in the way were rogue robots that Gctld Fy to destroy him. KLP-2 could 
shoot back to kill them, or switch to grapple mode. Here he had a choice - he could align one of three rows of symbols to 
steal energy from the droid to recharge himself, or he could complete all three rows to take over the other droid to make 
use of its weaponry. Each droid had a different speed and weight rating. Weight played a key part, as the stations were full 
of slopes that were difficult to negotiate with a heavy robot. The rods also had a positive or negative charge, meaning the 
arrow tiles on the floor would send KLP-2 in a direction determined by the charge. A negative charge would force KLP-2 in 
the opposite direction of the arrow. Consoles around each station gave information on the droids and the status of the four 
reactors. Once all four were shut down, the lights went out and KLP-2 had to use a beam tile to move to the next station. 


Microprose.Soccer, TAPEW DISK CARTE 
MicroProse READ ss = as — 


Sensible Software (Chris Yates, Jon 
Hare) 


Stop, This Is All Getting Too Silly... 


In terms of head-to-head play, there was no greater moment than 
scoring the winning goalin extra time... Microprose Soccer was a great 
package, from Martin Galway’s selection of music to the detailed 
and well-animated player sprites. The menu system was incredibly 
easy to use, and the tournaments provided a long-term challenge. 
Every game moved at a fast pace, with sliding tackles galore and a 
real tussle for the ball. Allin all, it outshone the terrible C64 conversion 


of Kick Off. 

Sensible Software gave an inierview to ZZAP 64 about 18 months 

before the release of Microprose Soccer, with their views on the poor “Qpe-nil to the Sensible boys” 
control within most football games. This was obviously their attempt to _ Commodore User, October 1988 
do better, which was surprisingly signed up by Microprose. Sensible - a 


would then go on to repeat the success on the Amiga with the follow [Rg dim = 


up, Sensible Soccer. The Amiga version of Microprose Soccer was 
converted by a different team, and did not live up to the standards 
of the C64 game. 


There were actually two different games contained in Microprose 
Soccer, the 11-a-side outdoor game and the fast-paced 6-a-side 
indoor soccer. Players could choose between a simple friendly match, 
a longer league or the built-in tournament mode, which simulated the 
World Cup and the Indoor Championship respectively. Once out on 
the pitch, the action was viewed from overhead, with the ball growing and shrinking in size when it flew through the air. A 
quick stab of the fire button would pass the ball to the nearest player, or switch control if frying to defend. A long press would 
chip the ball forward. Pressing forward and fire would go for a shot, with diagonals producing the famous “banana kick” 
that would swerve in the air, the strength of which could be altered or turned off in the game options menu, The available 
manovevres were impressive: pressing backward and fire did an overhead kick, and a vicious sliding tackle could also 
be unleashed to try to regain possession. When a goal was scored, there would be a short action replay. For the outdoor 
game the player could also choose whether or not to have random weather conditions - leading to thunder, lightning, rain 
splashing on the pitch and players wildly sliding across the surface. 
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iheyMuncher 


Gremlin Graphics 
Beam Software 


If We Do Not Defend 
Ourselves From Godzilla Now, What Will 
Become Of Us? 


It's great fun to destroy things.every now and then, and what better 
way to do so than in the guise of a giant green monster rampaging 
around as if in a classic sci-fi movie? Control of the lizard in The 
Muncher was suitably visceral, with a range of moves for causing 
havoc. Graphics were great, with the main monster dominating the 
screen and lots of scenery to demolish. It was a shame there wasn't 
more sound, with only a few decent effects to break the silence, The 
other major drawback was the lack of levels, but it was definitely 
worth a quick bash every now and then. 


Australian software company Beam Software already had this game 
in development, inspired by the arcade classic Rampage, and 


tentatively entitled T-Wrecks (as in T-Rex, the dinosaur). Publishers | 


Gremlin secured a lucrative tie-in with Chewits, a UK sweet that was 
advertised by a large Godzilla-ike monster called The Muncher. 


For once, it was the player's chance to control the giant monster, 
attacking buildings and devouring the army sent to stop him. The aim 
of each level was to. rescue the eggs that had been stolen from the 
monster's nest (although it was not clear whether the monster was 
male or female) by rampaging through the horizontally scrolling levels, 
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— ZZAP 64, June 1989 


“A nostalgic look at the old B-movie monster idea. Good fun” 


at THE SEASHORE 


in THE ARMY BASE 


The screen also scrolled vertically when the monster climbed one of the taller buildings. The basic attacks were punching 
to damage buildings and biting the air to catch helicopters. Turning swiftly would also send the monster's tail crashing into 
any buildings. Doing enough damage to the base of a building would cause it to collapse one floor at a time. Tiny humans 
ran along the screen and could be picked up and eaten for extra energy, or the player could jump on them as well as the 
tanks that stopped to shoot homing missiles. Destroying a petrol truck and drinking the fuel gave the monster flame breath to 
cause extra damage, but drinking from a water tanker quelled the flames. Fighting through an army base, a city (known as 
Nintendo Village!) and the beach, the monster would also meet other giant creatures and fight them to the death. 


Pac-Mania TAPEW) DISKIZ’ CARTS 
§ , wns cea 


Grandslam Pp 
Teque Software (Peter Harrap, ll 
Shaun Hollingworth, Craig Grist, “E26 
Jason Wilson) 


Let’s Go To The Pacman Theatre! 


This was a really good conversion of the arcade game, capturing 
the fiavour of it perfectly, and squeezing it into a single load was 
also a smart move. The graphics did a very good job of portraying 
the mazes, and were designed in such a way as to make the “Day” 
and “Night” modes possible. Sprites were spot-on too, and the funny 
intermission sequences from the arcade were also present, along with 
Ben Daglish's excellent cover of the arcade music. Gameplay was 
just right, although ultimately it did become repetitive due to the fact 
there are only four levels to be played through multiple times. 


There was a very funny hack of Pac-Mania called Ninja Pac-Man in 
which the Pac-Man and ghost sprites all wore ninja-style headbands 
and the bonus objects had been repiaced with ninja weapons, Pac- 
Man's other appearances on the Cé4 included Pac-Land (converted 
from the arcade version and published by Quicksilva), with the 
action taking place on horizontally scrolling levels in which Pac-Man, 
complete with legs and arms, was trying fo transport a lost fairy home 
under his hat. The ghosts put in an appearance, harassing the yellow 
hero using planes, pogo sticks and flying saucers. 


Pac-Mania was essentially Pac-Man in 3D. The player moved Pac- 
Man cround the 3D isometric maze to eat all of the pills, chased by the : — 
ghosts who were deadly to the touch. Bonus items such as cherries also appeared in the middle of the maze to be eaten for 
extra points. There were two tricks that Pac-Man could use to avoid being killed. The first was to pick up the Power Pills, which 
gave Pac-Man a limited time to chase and eat the ghosts. The ghost's eyes then floated back around the maze to the ghost 
house, where the new ghost would regenerate in classic Pac-Man style. The new trick introduced for Pac-Mania was the 
ability to. jump, letting Pac-Man sail into the air and get away from the pursuing ghosts. However, the new green ghost also 
had the ability to jump... There were four separate levels, including Block Town and Jungly Steps, with the game wrapping 
round to become more difficult once all the levels were cycled through. 


{C> 1987 WNAMNCO LTD. ALL RIGHTS RESERVED 
“Grandslam have made a really excellent job of the conver- 


sion...” - ZZAP 64, January 1989 
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Ocean 


Zach Townsend, Andrew Sleigh, 
Martin McDonaid 


The First Casualty Of War Is Innocence... 


As a portrayal of a movie talking about the morality of war, Platoon 
the game did not succeed. The only nod to the atrocities of the 
Vietnam War was the morale meter, which went down if the player 
shot innocent villagers. However, as a tie-in following the plot of the 
movie and providing lots of action, it worked tremendously well. 
Graphics were superb throughout, particularly in the 3D tunnel 
sequence. Music by Jonathan Dunn was atmospheric and well-suited 
to the game. If was a really tough challenge to get through all the 
levels: with your platoon intact, but it was worth it to see the different 
styles of play packed into the multiload. 


Platoon came with a free audio tape of Smokey Robinson's “Tracks 
of My Tears” which featured in the movie. Upon the original cinema 
release a trailer was shown before the film started promoting the 
forthcoming game. Programmer Zach Townsend was also responsible 
for the C64 version of Batman: The Movie. 


The action followed a platoon of American soldiers during the 
Vietnam War. In the first level, the player controlled one soldier ai 
a time as the platoon tried to reach a village. The maze of screens 
featured enemy soldiers, trip-wires and trapdoors. The player was 
armed with a machine gun and grenades. To protect the soldiers, 
the player could switch between members of the platoon as they 
took hits (since four wounds would kill a soldier outright.) Explosives 
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MORALE SCORE 
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“Absolutely superb — a milestone in film tie-ins, and a yardstick 
by which others shall be judged” - ZZAP 64, February 1988 


oy 


to blow up a vital bridge had to be found on the way. Upon reaching the village, the entrance to the underground tunnel 
system dug by the Vietcong had to be uncovered. This led to the superb tunnel sequence, shown in first-person 3D. The aim 
was to find supplies and reach the exit. Vietcong would appear around the corner of the tunnels, or jump out of the water in 
ambush wielding a knife. Climbing the ladder to get out, the player found his soldiers protecting a position under attack at 
night. Firing flares lit up the attackers, but the number of flares and ammunition was limited. Having survived the attack, the 
platoon raced through more jungle to reach the safety of a bunker. Here the rogue sergeant had dug himself in, and so the 
player had to throw grenades to sfop him before the imminent airstrike wiped out the entire area. 


Rollaround TAPEM DISKE CARTS 


Mastertronic 
Mr Chip (Tony Kelly, Andrew Morris) | 


Keep Rollin’, Rollin’, Rollin’ “#4 
Like That... 


This was a cheap and cheerful budget game from Mastertronic, and 
was a lot of fun for the money. The flick-screen isometric view was 
effective, and sprites were adequate, with everything displaying a 
lot of colour. Sound was a simple title tune and a few nice effects. 
Although the player could skip levels already completed by pressing 
Fl after starting a new game, it was tedious and repetitive playing the 
same sections again and again. The later levels were very devious, 
requiring a lot of thought to complete them. 


Rollaround was later converted to the Amiga and Atari ST as Wrangler, © oar = —S 
with a ludicrous sci-fi scenario, psychedelic graphics and a robotic “Am entertaining and engrossing puzzle/dexterity game 
hero called Clint Eastwood. Tony Kelly's other work on the Cé4 — ZZAP 64, April 1988 

included the very unusual Video Meanies, and the conversion of Big [Pe _— BR tH Pooch Se od 
Mac — The Mad Maintenance Man. Mr Chip had signed a deal in the pps 

early 1980s with Mastertronic fo distribute many of their titles, including 
Shaun Southern's Kik Start. 


The aim of the game was to collect the required number of coloured 
crosses to complete the level, with counters at the top of the screen 
providing a constant readout on how many were required. Each level 
was made up of nine screens arranged in a 3x3 format, and the exits 
from a screen were marked with an arrow at the screen edge. On 
certain screens the exit arrow only appeared when the player was 
standing next to it. The player rolled their ball along the ground, or pressed fire to make it jump over gaps and aliens. The 
aliens came in several forms, with the most vicious homing in on the player. There were three types of switch tile to work out 
- one created new crosses from blank tiles, one flipped empty tiles into crosses and vice versa, and the third created holes 
that were helpful for trapping the enemies. Clock tiles were very useful, stopping the timer for a short while and slowing down 
the aliens. The question mark tiles gave bonus points or killed the player, making picking them up a real gamble. Once a level 
was completed, the player could earn a bonus score (or an extra life) by stopping the moving light on the right square. Hitting 
the wrong square would earn zero points. 


‘Samurai =ihe|Battles Of Usagi TAPE(Z! DISKiZ! CARTE 
Firebird ~- 5 
Beam Software (Doug Palmer, Paul 
Kidd, Russel Comte) 


You Have No Honour! 


This game was beautifully put together. The scrolling backgrounds 
were incredibly detailed, and the main sprites were superbly animated. 
The expressive face in the status panel was a masterstroke, displaying 
Usagi's mood. The music by Neil Brennan changed dynamically 
depending on what was happening, with a calm Oriental melody 
being replaced by the up-tempo fight music. At first players would 
struggle with the control method, particularly the fighting commands 
and sheathing the sword, but once that was learned it became a 
fulfilling quest to complete the game. It really was a comic book story 
come to life. L_PLAYE! " imeeeeee ENEM 

Stan Sakai’s comic book character Usagi Miyamoto, a white rabbit, pesca oe pantie iee py ae — a 
inspired the game. Usagi (3% — rabbit)was a ronin (3A), a samurai 28 Sonia ha = adi 

ae | 


without a master who travelled the warrior's path looking for work as 
a hired sword or yojimbo (Faia — bodyguard), though frouble often x 
found him instead. For those who wanted a less serious beat 'em up, hea 

Beam Software produced Street Hassle (also known as Bad Street el if 
Brawler or Bop ‘n Rumble). Featuring large sprites, the player controlled oe a 
a wrestler with some bizarre moves (like the nipple twister) as he took P 
on the mean streets filled with dogs, grannies and blind men... 


The player travelled through feudal Japan on a quest to rescue the |__| 
kidnapped panda Lord Noriyuki. Along the way Usagi had to interact 


with people such as the peasants, pilgrims and nobles on the road as well as ninjas and other bad guys out to kill him. Bowing 
to show respect was a good idea, as was giving money to beggars or paying a toll. Good deeds raised Usagi's karma, bad 


SEUCKG The ;Em Up i 
Outlaw / Palace . | MAIN MEN | 


Sensible Software (Chris pp 
Yates, Jon Hare) 8/10 yi Nl 


When The Programmers Of Parallax And 
Wizball Decide To Give Away Their Trade 
Secrets, It ls Something Special... 


The lure of easily creating games was irresistible for many people, 
and SEUCK made it a lot easier. The various editors for designing the 
graphics, sound and gameplay were a breeze to use, with complicated 
concepts like designing attack waves reduced to a few button presses 
and joystick movements. Over the years many great games have been 
produced with SEUCK in a variety of styles and being able to load and 
play the finished game separately from the creation tool was the most 
essential feature. 

SEUCK came with four pre-made games to demonstrate its versatility. 
Slap ‘n Tickle was inspired by the arcade game Slap Fight, Outlaw 
was a Wild West shoot ‘em up, while Transputer Man was set inside a 
compuier and used a mixture of still and scrolling screens. Celebrity F 
Squares (a.k.a Celebrity Disaster) was created by ZZAP 64 writers Gary 
Penn and Gary Liddon, featuring sprites designed by famous industry 
insiders including Stavros Fasoulas. 

When SEUCK was loaded and run there were eight sections for editing 
the game and two more important options to let the player test the : 
finished game, and store it to tape or disk (as well being able to save out certain items separately). Sprites were designed on 
a large grid, and then tumed into enemies, bullets, or explosions in the “object” editor. Background graphics were designed 
by making characters that were placed into 5x5 blocks, and the final map built up from the blocks. Attack waves were made 
by choosing an enemy, and then moving it in the required pattern over the map. Enemies could be joined together to create 
larger formations or big end of level guardians, or deleted if a mistake was made; there was a memory limit to be aware of 
too. The number of lives and other elements of the player's behaviour were defined in the Player Limitations menu. Sound 
effects were created using a series of sliders. Finally, the title screen and the character set could be edited in the Front End 
options, with several colour-cycling options to jazz up the screen. Note that the Commodore Format score is from the 1992 


budget re-release. 
H6T 


“Trl take a long time before someone manages to push it to its 
limits!” - ZZAP 64, December 1987 
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jmankAttack 
CDS Software 
Ake & Henrik Andersson 


Get In Your Little Tank... 


This was a very clever strategy game which came with an interesting extra - a game 
board, with miniature plastic playing pieces. The players were responsible for moving 


the pieces on the board, and then using the icon-driven interface on the computer F 


screen to determine the result of the move. While the strategies involved were quite 


limited, the fact that a player could not see the enemy piece’s strength (hidden on the ff 
back of the playing piece) added tension. The graphics and icons were nice and clear § 


on the screen, and the newspaper reports throughout the game were a clever touch. 


The only drawback was that it could only be played with multiple human players, as 


there was no computer Al option. 


CDS also developed Brian Clough's Football Fortunes, which came with a game 
board and Monopoly-style paper money. This was based around the idea of being a 
football manager, with good and bad luck affecting how the player did. The sequel to 
TankAttack, called Wulfpack (or its working title MarineAttack), was about submarine 
battles; it was advertised several times in computer magazines but was never released. 


Four fictional countries - Armania, Sarapan, Calderon and Kazaldis - went to war over 
their borders. The countries formed into two alliances — Armania with Kazaldis, and 
Calderon with Sarapan-— and shared some key facilities. Each turn a player would move 
their pieces on the game board, based on the number of movement points generated 
randomly by the computer. Terrain such as forest and mountain affected how far the 
pieces could move. When an enemy piece was in range, the player selected the 
combat icon and then the computer worked out the results of any combat on the 
computer screen. A short animated sequence showed the vehicles firing on each 
other, with the outcome being a miss, damage or destruction. There were two types of 
vehicle — tank and armoured car, rated at different strengths shown by the number of 


“studs” on the back of the playing pieces. As pieces were destroyed, the player could _. 
manufacture. new vehicles (if a rebuilding yard belonging to the alliance was free) or fe 


place a damaged vehicle into the repair depot (again, if it was not occupied). A daily 
newspaper would give important details, like the weather report (which affected the 
movement and the outcome of combat), the morale of the troops and which countries 
were winning/losing. The ultimate aim was to capture the enemy headquarters. 


TAPE) DISK) CARTS) 


“A well thought out if rather simple 


¢ which is refreshingly different 


wargam: 
from the standard.” - ZZAP 64, August 


CURRENT BATTLE STRENGTH 
ARMOURED CAR UNITS 4 HOVENENT ORDER 
WAGE UNIT REPAIR O REBUILD FREE 


jletris 


Mirrorsoft 
Andromeda 


Shape Up Or Ship Out... 


There are very few games that are instantly recognisable worldwide, 
but Tetris is one of them. Many people will remember it from the highly 


successful Game Boy incarnation, but the home computerconversions § 


came first. The C64 game had its flaws, most notably the flickering of 
the pieces as they moved, but it was still a good version of a timeless 
classic. Adding so much to the game was the haunting soundtrack 
by Wally Beben, an epic lasting twenty five minutes, as well as the 
loading screen and game surround that were beautifully drawn. One 
difference to other versions was that pushing down dropped a piece 
straight to the bottom, rather than speeding it up. At higher speeds it 
became a tough challenge to keep making lines, although there was 
a choice of starting level/speed. 

Tetris was originally designed by Alexey Pajitnov in the Soviet Union, 
based on his love of pentominoes. Sadly it would take many years and 
legal action for him to get the credit (and the financial reward) for the 
game he created, with the Tetris Company set up to manage the 
rights and the development of all future versions. The C64 version was 
also developed behind the Iron Curtain, in Hungary. The official sequel 
called Welitris had pieces falling down a well to create horizontal or 
vertical lines across the grid at the bottom, although it was not as well 
received. 

The game was based around falling shapes, each one made up 
of four squares. (Tetra is the Greek for four, hence the name of the 


TAPE) DISKS CARTS 


SCORE 60265 
LIKES 802 


THPRIS 


game). The pieces dropped one at a time into a chute and the aim was to complete lines across the playing area. Each 
piece could be guided left or right, and pressing the fire button would rotate it to better fit the gaps. Complete horizontal 
lines would then disappear and any pieces above them would fall down. One common strategy was to leave a vertical gap 
one block wide and wait for the long piece to fill the gap and complete four lines at once. (Completing four lines at once is 
known as a Tetris in later versions of the game). The pieces would speed up as the level increased, and if the stack reached 


the top of the chute it was game over. 


Tetris has gone down in history as the definitive classic puzzle game, and it certainly lives up to that title. 
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Tracksuit) Manager, 
Goliath Games 
J. Foster, D. Matthews, C. Bliss 


It’s More Than Standing On 
The Sideline Shouting... 


This was a clever twist on the football management genre, bringing 
its own unique ideas to the table. Rather than animated sequences, 
games were shown as a scrolling text commentary, with key incidents 
such as goals highlighted and the player able to glean information on 
who was playing well. While it lacked the presentation and graphics 
of its rival Football Manager 3, it was a far more satisfying game to 
play. It did not look exciting, but it was gripping and presented a 
long-term challenge. 


Goliath followed up with World Championship Boxing Manager, 
which added simple icon-driven screens to help the boxer train, 
get fit with the physio and then arrange fights. The bouts themselves 
were presented with a similar scrolling text commentary to Tracksuit 
Manager. Goliath's next major release was also football-based - a 
conversion of the boardgame Subbuteo. 


In this game, the player took charge of an international football team 
rather than a club side, and the aim for the first two years was to 
qualify for the European Championships (then known as the Nations’ 
Cup). Before a match the squad was narrowed down to the starting 
line-up and the substitutes, and the formation selected. Each player 
was rated in key areas like passing, confidence and stamina. As well 
as playing the qualifiers, friendly matches could be arranged. To help 


TAPE) DISK®) CARTS! 


TEAM TACTICS 


| 


CK GAM 


[PLAYING SYSTEM | 
AST COUNTER ATTACK 


; 
OFFSIDE TRAP 


“Fasily the best of its type — only to be missed if you hate Foot- 
ball Manager games” — ZZAP 64, October 1988 


DAILY SLAG 


ENGLAND WELCOME NEW MANAGER 


SPORTING KNIFE 


SPER NRAS BST EREEANbS TT" 


ome eo 


decide on tactics, a scout could be sent out to watch other matches as they happened, and then a detailed report on the 


team tactics and individual players could be read through. During a game involving their side, the player could accelerate 
the text commentary to get through matches quicker, but this could lead to mistakes and missing key moments. The display 
could also be paused, and a substitute brought on at any time. Newspaper headlines between matches gave the press 
view on how things were going, with frequent calls for a struggling manager to be sacked. If the player survived the first wo 
years in charge, the next task was to qualify for the World Cup, 


MRAZ TAPE! DISKS CARTS 


Cascade 
Jon Menzies, Cas and Damon 


Bounce Those Balls, Break 
Down The Walls... 


TRAZ appeared at the same time as Arkanoid sequel Revenge of 
Doh, and managed to be the better game. For a start, there was the 
greater choice of route and the random selection of starting screens. 
Then there was the excellent screen designer allowing the player to 
create their own screens, TRAZ made several changes to the standard 
Breakout/Arkanoid template as well. First of all there could be multiple 
bats on screen, all under the player's control. These guarded the 
“dead zones”, which could also be anywhere on screen and not 
just the bottom. While it often became very frustrating, particularly 
when trapped on a difficult screen, there was a lot of satisfaction “... [D]evious Breakout format and individual customisations 
on completing a level. Some of the colour combinations were a bit proves instantly addictive...” - ZZAP 64, April 1988 
garish, but overall the variety of graphics and enemies was good, and ye) 
sound complemented the action well with some decent effects and Bit J fi iZ 
a catchy title tune by Jeroen Kimmel. yusyyenweanit ata Zan 


TRAZ was an acronym for TRansformable Arcade Zone. Released 
at around the same time was a budget knock-off of Arkanoid with 
a wacky sense of humour — Ricochet, from Firebird, Rob Hubbard's 
bizarre sample-filed music worked so well alongside Gary Liddon's 
unusual screen designs and oddball power-ups (which were earned 
by collecting the letters of the word GRAVY). 


The story went that the player was trapped in a prison, and had to 
clear all sixty-four screens to escape. Starting a game. chose one of several pre-set levels. The player controlled all the bats 
on screen, which could be vertical or horizontal, The ball was launched from a fixed starting position and the player had to 
prevent it going into the dead zones. Destroying bricks would release question marks, which had a random effect. Among 
the useful ones were a laser to shoot bricks and aliens, extended bats and.a smart bomb that cleared all the bricks on screen. 
Bad effects included making the ball invisible, speeding it up or making the bat stick. Once a level was completed, the player 
chose their route from the available exits. A map showed which screens had been cleared. In two player mode both humans 
controlled some of the bats each and the game would “helpfully” swap control between them at random intervals. 
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Electronic Arts 
Interplay (Alan Pavlish, Todd J Cam- _ | 
asta) OF tu 


Cyborg Sam Has Reached The Rank Of 
Lance Corporal 


This was much more than a spiritual follow-up to The Bard's Tale, if 
was an excellent RPG in its own right. New elements were added to 
the game system, such as skills that could be developed by spending 
points, and learning the most effective weapons took a while. The 
graphics were very atmospheric, including the animated intro 
sequence. Like all RPGs, the long-term challenge was to improve the 
characters until they were capable of taking on the toughest bad 
guys. The only major drawback was the chore of copying disks to get 
ready for a new game, a laborious and time-consuming process. 


At key points in the game, the player was referred to paragraphs in 
the manual. These gave extra clues and background information, 
saving space on the game disks, although to prevent “cheating” in- 
game many of the passages were actually red herrings. SSI's games 
would go on to use a similar system. This game has since been cited as 
a major influence on the groundbreaking Fallout series on the PC. 


Set on a post-apocalyptic Earth, the player controlled a group of = Seer 
Rangers in the American desert. Character creation involved rolling 7 cee “HGS{EC Rae oe st cues tans 
for attributes and choosing basic skills, with four characters forming the ; : ! : aE 
initial team, with up to three different NPCs - Non-Player Characters 

- being able to join during the game. The team set out from Ranger HQ to patrol fhe local area, fighting bad guys and 


helping those in need. 


As characters gained experience, their rank increased and they were able to increase their skill level; the Ranger Centre 
acted in a similar way to the Review Board in The Bard's Tale, issuing tasks and awarding new ranks. Important characters 
included a medic and a radio operator. There was a long, involved and highly intriguing plot to work through, taking the 
party to ruined towns and deep info the irradiated desert. 


Wasteland TAPE! DISK CARTS 


“The sense of anticipation is very great... a 


game” — ZZAP 64, September 1988 


ZakiMcKrackenJAndhiiheyAlien|Mindbendersiillinials acl 


[I should make a drawing of that map I 
saw. 


US Gold / Activision 


Lucasfilm (David Fox, Martin Cam- ry 
eron, Gary Winnick) 17% 


What Would You Do With A Kazoo? 


A follow-up to the successful Maniac Mansion, Zak McKracken and 
the Alien Mindbenders displayed even more bizarre humour and 
complicated puzzles. The control system was the same as the earlier 
Lucasfilm games, with players moving Zak (and his friends later in the 
game) with the joystick, and then selecting actions from a list that was 
always on screen. Graphics were colourful and full of detail, with the 
story being advanced by brilliant cut scenes, The sound effects and 
music, composed by Matthew Kane with help from Chris Grigg, were 
sparse, but worked well in context. The puzzles were occasionally 
obscure, but it was the humour that really made the game work. 


Zak McKracken was developed with Ron Gilbert's SCUMM -— the Script 
Creation Utility for Maniac Mansion. This allowed the game data to be 
transferred between machines easily during development, and has 
now allowed the creation of SCUMM engines for various machines 
from PC io Nintendo DS. There were also several references to Maniac 
Mansion in the game — chainsaw fuel (but no chainsaw to put it in), 
Razor's punk band and a "Wanted" poster for the purple meteor. 


In this game, Zak was a journalist for the National Inquisitor who woke 
up one morning after a strange dream involving a cowboy hat anda 
fake moustache. Subsequently, Zak got involved in stopping a bizarre 
alien plot to take over the world by making everyone stupid through 


“If you can put up with the American humour and the ... graph- 
ics... [you might have fun)...” - Commodore User, January 1989 


He‘ll continue with today’s top story 
about the Yale coeds” mission to Mars, 


“y yalipaper 


special dial tones transmitted through telephones. Starting out in his apartment, Zak had to gather vital clues (by finding the 
remote control to turn on the TV, and watching a news report) and equipment before going to pay his phone bill. Along the 
way Zak would discover strange puzzles, two-headed squirrels and bald aliens. Zak also had to fly around the world, travelling 
to places as diverse as Egypt, Stonehenge, Kathmandu and South America. (The player had to input visa codes found in the 
game's manual to travel overseas — an attempt to stop the game being pirated.) During the game the player also controlled 
Zak's friends Melissa and Leslie, who were on the first mission to Mars investigating the giant face on the Martian landscape. 
The ultimate aim was to find and activate a secret weapon left behind by another alien race... 


=_3 


Zybex TAPE! DISKI) CARTE 


Zeppelin 
Kevin Franklin, Michael Qwens 


Five Tokens Needed... 


This was a polished shoot ‘em up, made even more worthwhile since 
it was available for a budget price at the time. Graphics included 
some great background styles and nicely animated enemies. The 
player could even choose the colour of their spacesuit. The title 
tune by Adam Gilmore was very impressive, and there were some 
well-designed sound effects. Gameplay was tough, with later levels 
becoming very difficult to complete. However, the option to choose 
the path through the game meant that the player could have a 
different route through each time. Another unusual touch was the 
weapon system — the player fired automatically, with the fire button 
relegated to changing the current weapon. This added a strategic : 
element of deciding which weapon was best for dealing with an “[OJne of the most innovative ... of the budget shoot ‘em up 
attack wave, and tactical switching to another weapon if the player genre...” - ZZAP 64, March 1988 
was in danger of dying. 


Zybex was the first release on the new budget label Zeppelin. The 
same team would go on to produce the graphically excellent maze 
game Draconus. This featured a fire-breathing dragon that would 
morph into an amphibious creature to explore underwater. 


The players controlled two felons trying to escape from a galactic 
prison. The action was set over sixteen horizontally scrolling levels, 
with later levels only accessible by collecting tokens. These tokens 
were awarded for destroying the last wave or end of level boss, Once 
a level was completed, the player could choose the next level to 


tackle in any order. Killed enemies also left behind bonus “B” tokens (counted at the end of each level for bonus points) and 
extra weapons. There were five different weapons, starting with the standard Orbiter (which the player always possessed). 
Collecting a weapon would increase its strength, up to a maximum level of four, but dying would reduce the power of the 
current weapon by one. If the weapon only had a power level of one, it was lost (except the Orbiter). The other four weapons 
were Eight-Way Fire (which started as Two-Way, then Four-Way, then Six-Way and finally Eight-Way), Railgun (a long beam of 
fire), Pulse (which provided diagonal fire), and Wall (a solid forward-firing weapon which grew larger with more power}. The 
player would also have to be careful not to collide with the scenery, and avoid getting killed by swarms of asteroids. 


is8ss 

Ss the decade drew to a close, many pundits continued to predict the 

demise of the Commodore 64. Nothing could have been further from 
the truth. Thriving on a diet of original games and high quality conversions 
(from both the arcade and the 16-bit machines), the C64 continued to 
take a large share of the European software market. However the reliance 
on tape media for the majority of users meant big multi-loads within many 
games and frustration for gamers. Commodore had taken the commercial 
decision to stop other companies making “clone” disk drives, such as the 
Oceanic/Excelerator, and with official drives still selling for a high price, 
this made disk versions less profitable and less likely to be stocked in high 
street shops. 


cean’s big announcement for the year was the formation of the Hit 
Squad budget label, re-releasing classic games divided into categories 
such as Puzzle, Movie, and Arcade. There was also the promise that new 
titles from Ocean would not end up on the Hit Squad too soon; a delay of a 
couple of years was mentioned initially. 
| Seamer made changes at the top, with Mehdi Ali appointed to the 
position of President. With over one million Amigas sold since its launch, 
the company was in a healthy position heading into the new decade... 


BattleiGhess TAPES DISK CARTE! 


Electronic Arts 


Interplay (Brian Fargo, Michael 
Quarles, Jayesh Patel, Troy Worrell, 
Todd J Camasta, Bruce Schlickbernd, Kurt 


Come Back, ‘Tis But A Scratch! 


Not only did this play a mean game of chess, but the humorous 
animations added a whole new layer to the game. Graphics were 
excellent for such a simple idea, with the 3D view of the pieces 
working well. When the pieces moved and fought, the animation 
was superb, although sound was very limited. Seven difficulty levels 
for the computer player gave a tough challenge, while the board 
editor allowed you to set up hypothetical positions and see the 
possible outcomes. Disk access was quite frequent but fortunately did 
not hamper a slow-moving game like chess. However, this explains ¢ Pi : 7 

why there was no tape version released, as it would have required too Sd pre ates = err cheese a 
much rewinding and reloading. Seer eres ee > ; a 


Brian Fargo formed Interplay in 1983, and for the first five years its 
games, including The Bard’s Tale and Wasteland, were published 
by either Activision or Electronic Arts. From 1989 Interplay started to 
publish its own games and achieved high sales for its Star Trek PC titles. 
Interplay's other big Cé4release in 1989 was the superb Neuromancer, 
a role-playing game based on the classic William Gibson cyberpunk 
novel. 


In a nutshell, this was an extremely well-presented version of chess, the - 
two sides starting with the same sets of pieces, here coloured red and bive in place of the traditional white and biack. The 
main innovation came whenever a piece was taken, upon which a short batile animation took place. These would have 
hilarious results, such as a Pawn left hopping on one leg before the final blow was landed (based on the sequence from the 
film Monty Python and the Holy Grail), or the Queen resorting to magic to destroy the huge Rook. The pieces also animated 
as they moved, with the Rook turning from a castle into a big walking stone monster and the King shuffling slowly across the 
board. If the player got tired of the animations, they could be switched off (for either movement or combat), or switch to a 
two-dimensional view to speed things up. There was also the useful ability to take back a move, or to force the computer 
into making its move quicker. The computer could also be asked to suggest a move for the player. 


Gitadel TAPEW DISKS] CARTS 


Electric Dreams 
Martin Walker, Robin Levy 


Intruder Alert! 


Citadel was a stylish game, from Robin Levy's gorgeous loading 
screen to the superb in-game backgrounds. Each level had a distinct 
graphical identity, and the different trapdoors slid into action very 
smoothly, generating a lot of atmosphere. All the sprites had a glossy 
metallic sheen and were wonderfully animated. Walker himself 
produced the music and sound effects. Control was excellent, letting 
the player decide between a cautious approach or going in with all 
guns blazing. Reminiscent of classic games like Paradroid, there was a 
well tuned difficulty curve to draw the player in, and the random traps 
option provided a tougher game for experienced players. 


Martin Walker chronicled the development of Citadel in a diary for 
ZZAP. 64. This included much use of brackets (a common feature in 
most instalments (often with brackets inside brackets)), a discussion of 
the games Walker was playing and occasionally details. of domestic 
troubles — such. as his kitchen flooding shortly after installing pipes into 
the game. This was to be Walker's last major game project before 
he concentrated on game.music and ultimately left the industry. The 
homing bullets of the later levels were apparently inspired by the Tom 
Selleck sci-fi film Runaway. Additionally, Cyberdyne Systems produced 
an introductory sequence that was dropped from the final game. 


Playing like an almalgam between a board game and a shoot ‘em 
up, Citadel was set in a series of ancient cities guarded by robotic 
defences. The player controlled the Monitor, a hovering robot with an 


“An excellent cross-breed 
beautifully presented” 


information screen built in to the top. Movement could be continuous, or the player could hop from square to square pausing 
to decide what to do next while hiding out of the enemy's range. The enemy came in two main forms = the static guns 
and mobile robots. Both were hidden behind trapdoors that would only open when the player came near. Each city was a 
maze, divided by door beams and split into two sides. So the player had to find switches to deactivate the beams, and the 
lift squares to swap between sides. There were also energy pods and extra weapons to discover. The final trick up Monitor's 
metaphorical sleeve was the White Charger used to pick up items. This could be used against the defences, taking over a 
static gun to stop it firing, or capturing a moving robot to act as a shield and provide extra firepower. 


Gosmic Pirate TAPES! DISKE) CARTES 


Palace Software / Byte 6 G 
98% 


jo 


Back / M.C. Lothlorien 


John & Ste Pickford, Mike Man- 
nion, The Orange Spoon 


Set Sail On The Galactic Seas! 


Cosmic Pirate was a very innovative product, mixing a boardgame, 
strategy sections and a shoot ‘em up. into a single game. Starting out 
on the Amiga, the Cé4 conversion did a good job of recreating the 
original's presentation and metallic graphics, although the “computer 
system" of the Nest took a bit of getting used to. Sound was perhaps 
the only disappointment, with limited effects. However, in spite of this, 
it didn't take long to conquer the first spacetruck and get deeply 
involved in the game. 

John and Ste Pickford have a long track record, from their earliest “Very playable... highly recommended” 

games for Mastertronic (e.g. 180, Zub) to console games such as Wetrix. _ ZZAP 64, hescmsices sane 

Palace Software published the original 16-bit versions of Cosmic Pirate, pone ee ee 
but budget label Byte Back got the rights to the 8-bit conversions. aa | if 
In this game, the player took the part of space pirate Guy Manly, who 
had joined The Council (a federation of pirates). Starting his career 
from the NEST51 space station, the first task was to play the free 
simulators, designed to train the player in using the ship and improve 
their shooting percentage. Once the player was skilled enough, a 
mission to stop a spacetruck was chosen from several available. The 
missions were graded by difficulty, each with an alphabetic code, and 
they increased in bounty value as they got more difficult. Launching 
the player's ship from the station led into the space section, where the player had to fight his way fo the hyperspace portal at 
the other edge of the sector. Enemies attacked in groups, and shooting them left behind cargo pods. Some gave extra cash, 
whereas others provided a useful smart bomb (released by holding down fire) or restored shield energy. Once the portal was 
reached with sufficient credits, the grid map appeared. Here the player moved to the next sector, aiming to catch up with 
the spacetruck. There were also other pirates who could be encountered and planets fo atiack en route. Having chosen 
the next sector, it was back into space for more battles. This was repeated until the player entered the same sector as the 
spacetruck. Then it became a battle to wreck the spacetruck’s systems by blasting them repeatedly uniil they surrendered. 
A bounty was eamed for the cargo and the ship returned fo the Nest for the next mission. 
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mheiCurselOf. ihe SATS Bonds TAPES! DISKIZ) CARTS! 
US Gold a oo 


SSI (Keith Brors, Paul Mur- 
ray, Jim Jennings, Tom ‘ 
Wahl, Fred Butts, Susan Manley, Mark Johnson, 
Cyrus Lum, Dave Warhol) 


I’m Wearing My Magic Bracers... 

Inspired by a role-playing adventure supplement for TSR’s Dungeons 
& Dragons series, SSI transferred the huge scenario lock, stock and 
magic barrel to the C64. Graphics featured a 3D view of the world 
akin to The Bard's Tale, but with much more detail and some superbly 
animated enemies. There were also many excellent cut scenes as the 
plot unfolded. The 2D battle scenes looked simplistic at times, but the 
player could customise the appearance of the party of characters [pipe aS va 
and the enemies were well drawn. Players could also transfer their . rie r 
characters from the previous game in the series, Pool of Radiance, Bagh, Wiian ch tr — pen, ay 
or the related game Hillsfar (where a single character could goon.aq Sines sae 
quest that featured several arcade-style sequences). 

SSI's Advanced Dungeons & Dragons games came in large gold boxes 
with detailed manuals and other goodies. The early titles used a code 
wheel for copy protection, while a separate Adventurer's Diary gave | 
additional information; players were referred to read a particular | 
page and paragraph during play. This saved storage space on the 
disks — although many of the games came on multiple disks anyway. 
Later titles included the Krynn series (Champions of Krynn and Death 
Knights of Krynn) and the sci-fi Buck Rogers RPG that used a similar, 
albeit improved, game engine. 

The game started with the player's party in a state of confusion and disarray. The player controlled a party of adventurers 
who had found themselves in a strange town after being ambushed on the road. When they woke up, they each discovered 
strange blue tattoos on their arms. Venturing out into the streets, they encountered a royal procession... only for the tattoos 
to exert a strange compulsion over the party that made them attempt to attack the carriage. That was the opening act of a 
long story involving banished gods, shambling mounds and-giant dragons that saw the party travel across the land trying to 
unlock the curse of the azure bonds. As they travelled, the party could enter villages, make camp to rest (and memorise new 
spells) and get waylaid by wandering monsters in the countryside in their attempt to complete the quest. 
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Ghoulst’niGhosts TAPE! DISKE CARTE 


US Gold 

Software Creations (Ste We ee 
Ruddy, Andrew Threlfall) ‘Kade 
Hold On To Your Armour, Arthur... 


Just like the arcade game and the prequel, Ghosts ‘n Goblins, this 
game was very tough and at times almost unfair. Graphically the 
backgrounds and sprites conveyed a lot of the atmosphere of the 
original and effects like the rainstorm were very effective. The music 
deserves a special mention as Tim Follin created a masterpiece, 
particularly in the clanging bells and stormy wind of the title piece. 
Controlling Arthur required the patience of a saint, particularly on 
some of the later levels (and the text-only screen for completing the 
game was a real disappointment). At the time it was highly praised, 


but the many lta aes reduce its appeal now. ‘ “An incredibly SF peas Geet the supexbell So 

The Japanese title for this game was Dai Maikamura, which literally Creations C64 treatmem” - EZAP 64, January 1990 
translated as Great Demon World Village (A541). Super Ghouls ‘n . 

Ghosts for the SNES was an even tougher variant, featuring new levels 
and enemies and a double-jump for Arthur. Sadly, the Cé4 version 
lacked the large final boss (known as Lucifer or Loki according to the 
specific conversion). 


In Ghouls ‘n Ghosts, Sir Arthur once again had to rescue his princess, 
setting out through five treacherous levels. The zombies were back 
on level one, joined by trees full of vultures and dangerous guillotines. 
As in the original Ghosts ‘n Goblins, Arthur would lose his armour on 
the first hit (leaving him fighting in his underwear), and would die if hit 
again, Treasure chests gave the chance of regaining that armour, or upgrading it to a golden suit that had a magic ability. 
With the golden suit on, holding down fire charged the magic spell, shown by a bar increasing to maximum in the status 
panel, ranging from lightning bolts to a clone of Arthur for more firepower. The exact spell depended on which weapon 
Arthur was holding (the lance, dagger, axe and torch all made a comeback in this game). Later levels featured windmills, 
lava, a. ride on a moving platform and Arthur running along the long tongues of demon statues. Waiting at the end of each 
level was a very large adversary who took multiple hits before dropping the key to the exit. The final enemy was Beelzebub, 
a giant fly-demon that split into a swarm before reforming. Once defeated he released the key to the end of ithe game and 
Arthur could finally rescue the princess. 


PrixdCircuit TAPEW DISK CARTS 


Accolade 


Distinctive Software (Frank Barchard, 
Kevin Pickell, John Boechler, Don Mattrick, 
Brad Gour, Kris Hatelid) 


In Pole Position... 


After the poor C64 conversion of Test Drive, Accolade tried again with 
a Formula 1 game based on a similar graphic engine. Tape users were 
faced with nightmarish loading times. Load up the title screen (with 
excellent music featuring samples), load up the options screen, load 
up the car panel, turn the tape over and wait ages for the right circuit 
to be found, wait a long time after the race, then turn the tape over 
again to get back to the options. Aside from this, the 3D effect was 
very convincing, although the other cars (created using sprites) often 
seemed to float on the road, in game the engine sound was quite 
good too. Control was well implemented for the most part, but at 
times the car became very skittish and slid all over the track. 


A sequel to Grand Prix Circuit appeared in the form of The Cycles, 
which unsurprisingly was all about motorbike racing. In 1990 Electronic 
Arts also published the impressive conversion of the Amiga game : 
Ferrari Formula One, which was a more in-depth simulation of the sport chassig : MP4G4 bo 
— from test track to. races that could last as long as a real Fl event. ating 5 al 

This game put the player into a Formula 1 car and provided the option 
of practising, taking partin a single race or completing an entire season 
of races. Three different cars were available (McLaren, Williams and 
Ferrari), each with different statistics shown on the selection screen , 

along with a choice of difficulty levels. At the lowest level the car had an automatic cece and could not aw. its engine, 
while at the highest level the player had to manually change gear. The gear selection panel could be toggled on and off, 
and appeared briefly when the gear was changed. Before a race there was the qualifying session to determine grid position. 
Seen from inside the car's cockpit, the player could watch the gauges and see the steering wheel turn. Most important was 
the damage gauge, which increased with each excursion off the track or collision with another car. At higher levels there was 
also the risk of blowing the engine by revving too hard or over-using the turbo. 


ST NASR TE ET te TO Se a Ee 


InsersS I SPREE 


Hewson 
Sensible Software (Chris Yates, 
Jon Hare) 


There Must Be An Angel... 


This was Sensible's answer to Stargate, a fast moving shoot ‘em up 
with tons of enemies. Graphics were small but nicely done, and of 
particular note was the main character Helen, an angel who forgot 
to put her robe on in the morning and so appeared naked. Sound 
effects were excellent, with Martin Galway's amazing tifle tune 
starting with a chorus of bees humming. Gameplay features were 
excellent too, with the warp cloud being particularly useful. All in all 
it was a gripping and challenging game, at which the author has a 
truly awesome score of over 200,000 and challenges all comers to 
see if they can beat him... 


Insects In Space was originally planned to be a budget title for 
Hewson’s sister label Rack-lt. At the last moment it was switched to 
be part of the compilation known as 4th Dimension — with Cyberdyne 
Warrior (see Retrograde), Mission Impossibubble (by Mat Sneap) 
and Head the Ball (a much-delayed ZX Spectrum conversion by 
Graftgold). In ZZAP 64, Insects in Space earned a 94% rating and the 
whole compilation was given a ZZAP Sizzler. 


Alien insects, were invading a quiet valley in the Rhineland, stealing 
the babies. It was up to Saint Helen Bak, a laser-firing (topless) angel 
to stop them and save the children. The strange gravity in the valley 
meant that there were two landscapes fo fly along, one above and 
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one below, with babies on each. The bees would swoop down to pick up a baby and then drop it to its death, upon which 
they would then morph into fast-moving flies that would chase Helen. However, Helen could catch the baby in mid-air to 
save it (or shoot the bee carrying it and then catch the baby) and put it gently back onto the nearest landscape. Holding 
down fire would activate the warp cloud, and flying into it holding fire would warp Helen to the nearest baby in trouble. 
However, entering the cloud while carrying babies and without holding down the fire button would activate extras — power- 
ups such as cherubs to add firepower, or an exira life. The exact power-up was determined by the combination of "top” and 
“bottom" babies carried into the cloud. With enough babies Helen could skip several levels. With all the enemies eliminated, 
a bonus based on the number of babies left alive would be awarded and the next level started. 


Easer, Squad TAPEW DISKM] CARTE 


Target Games uAN MONY 
Blade Software (Nick Gollop) 


Target Sighted... 


Laser Squad was a truly great strategy game that really gave the player 
the chance to try out different tactics. The scrolling battlegrounds 
were packed full of detail, and the space marines were all well drawn. |} 
Everything was controlled from some very user-friendly menus, and it : 
was easy to keep track of what was happening. The computer player |4 
was challenging, but there was also a lot of fun in taking on another |# 
player in a head-to-head “hot-seat” mission. : 


Laser Squad was designed by Julian Gollop (the Cé4 version was |! 
programmed by his brother Nick}, the brains behind ZX Spectrum 
classics Chaos and Rebelstar (a forerunner to Laser Squad) and the 
later X-Com strategy games. Julian used a similar approach to create 
Lords of Chaos, in which the player controlled a wizard in a fantasy 
world. Like the original Chaos, a game that was never converted to 
the C64, the wizard could summon creatures to fight for him or create 
illusions to confuse an opponent. The Gollop brothers’ latest product 
is Gn online turn-based combat game set in the same universe — Laser 
Squad Nemesis. |} can be found af www.lasersquadnemesis.com. 
They have also released an excellent Game Boy Advance game of 
the same ilk, Rebelstar: Tactical Command, that is well worth looking 
out for. 


In Laser Squad, the player controlled a squad of space marines 
through a series of scenarios. Before each game began, there was a 
limited amount of points available to purchase weapons, ammunition and armour (the stronger the armour, the more hits it 
could take — but at a higher cost). Weapons included machine guns and laser rifles, grenades and a very powerful rocket 
launcher. Then the marines were placed into, their starting positions on the level. Play alternated between the marines and 
the enemy. Each turn the marines had.a limited number of action points to spend on carrying out tasks such as reloading 
weapons, moving and firing. A map of the area could be called up to help plan tactics, but enemies were only shown on it 
when encountered. One important tactical move was “opportunity fire”; if the marine stopped moving with more.than half 
their action points left, any enemy straying into their line of sight could be shot at before the enemy could react. The scenarios 
included an assassination attempt, rescuing prisoners from an enemy mine and exploring an alien-filled valley. 
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“[Blillions of subtleties ... in Laser Squad... one of the best 
games ever to appear. It doesn’t match up to a product like Elite, 
but it’s nor far off” — Commodore User, March 1989 
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Licencewo Kill TAPES! DISK! CARTE 


Domark 
Quixel (John Kavanagh, Sen KI 
Tony West, Chris West) 18%» .10% | 


The Spy Who Turned Up Again... 


The James Bond license has always garnered a mixed reception with 
games that ranged from awful to good. This was one of the betier 
examples, thanks to its varied gameplay and neat presentation. One 
nice touch was that it was squeezed into a single load, making the : ; : 
action more immediate. Backgrounds were well drawn and sprites . ga : wey 21212 
were good for the most part, and David Whittaker's music was tuneful 9] === fi i ; 

if not memorable. The major niggle was the rotational control method 
used for the second level, but once the player was accustomed to it, 
it was good fun. 


Apparently, the film that this game was based on was originally to be finally worthy of t ... instantly 

called Licence Revoked, with Bond resigning to pursue the bad guy Far pede tad eared memexe 1989 — 
on his own. This is not the only 007 game that Domark developed. They 7 = 
negotiated a licence to create games based on all the old films. They re ; 
turned The Living Daylights (Timothy Dalton’s other appearance in 
the role) into a disappointing computer game and arcade machine. 
Domark were also responsible for View to a Kill, a poor multi-part f 
Bond game with its terrible 3D driving section. The Spy Who Loved 
Me became a Spy Hunter clone, which was ironic, since 007 was the o 
inspiration for that particular arcade game in the first place. 


Licence to Kill closely followed the plot of the film. The first level saw mi cy a 
Bond in a helicopter chasing Sanchez in his jeep, which had to be shot to stop if reaching safety. Once it was damaged and 
brought to a halt, Bond reached the landing point and jumped out to continue on foot. Now he had to fight his way through 
the henchmen to get to the next, which level saw 007 hanging beneath a helicopter trying fo cling on to Sanchez's light 
aircraft as it was escaping. Having succeeded, 007 had to swim through the water, avoiding the frogmen and picking up the 
discarded drugs. He then had to steal a harpoon gun from a frogman so he could fire a towrope into the plane's pontoons. 
Succeed and he was towed behind the plane on water skis, dodging rocks and buoys to get to the last level, in which 007 
must commandeer a tanker, before knocking the other lorries off the road and dodging the Stinger missiles fired at him, 


Note that the Commodore Format score is from the 1991 budget re-release. 
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Myth— Injijhe 
Peter Baron, Bob fare A 
Sac. 


Stevenson 


History Will Teach Us Nothing... 


This was a fantastic looking game and a really tough challenge. 
The main player's animation was superb, thanks to the rotoscoping 
technique (similar fo 1985's Karateka). Backgrounds were excellent 
throughout, from the Egyptian tomb to the dark forest. Touches such 
as the lightning during the Viking ship level brought the game to life. 
The music by Jeroen Tel was superb, and the well-made sound effects 
helped create the atmosphere. There was also a lot of variety in the 
gameplay. The first level was a puzzle, with the player having to work 
out what to do in a sequence. 


System 3's version of Myth was re-done for a later cartridge version, “fr has just about necessary to make it a classic...” 
with an added introductory sequence, but the proposed sequel, Dawn Commodore User, December 1989 

of Steel, was never completed. Myth is not to be confused with the 
Magnetic Scrolls text adventure of the same name that was created 
especially for members of the Special Reserve mail order club, 


In Myth, the player was drawn back through time by the evil demon 
Dameron, and had to escape back to his own time by defeating the 
evil forces arrayed in his path. Each level was based on mythology 
- ancient Greece, Viking sagas and Egypt. The player had to 
fight Medusa, survive a Viking onslaught on a longboat during a 
thunderstorm, kill a dragon, earn the praise of Odin and then explore el-eS 

a pyramid filled with traps and dead-ends. Energy was depicted as a FE AOE W 8 

series of jewels at the top of the screen; as energy was drained, so the jewels went dark. When all the jewels were dark, a life 
was lost. Also at the top of the screen was the object display, where a weapon (or bare fists) could be selected. To start with 
the player could only kick and punch the enemies, though thankfully there were extra weapons and items to pick up and use 
throughout the game, from a sword to a burning torch. Flying by magic through the final section, the player had to attack 
and destroy the multiple heads of Dameron to win and return home to his own time. 


Note that the Commodore Format score is from the 1992 budget re-release. 
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Retrograde TAPEW) DISK CARTS 
Thalamus 6 


Transmission Software / 
Apex Computer Software 
(John Rowlands, Steve Rowlands, Rob Ellis) 


Shoot To Kill... 


Retrograde was a tough, loud, good-looking son of a gun. From the 
start, the odds were against the player, with hundreds of enemies 
populating the levels and huge end-of-level guardians to destroy. [> 
But everything was impressively stylish in design — from the main sprite = 
to the vast range of enemies, from the detailed backgrounds to 
the great music. Getting to see the excellent end sequence was a 
real challenge. The add-on weapon system was clever — there were 
sixteen possible points to add a weapon around the player. Different z : n : 
levels had different weapons available, meaning the player could ¢ = 
pick and choose. Selling a weapon back would earn less money than sho? ee ~ - ape record breaker 
was paid for it, but it was vital to gain space for a new, more powerful ; 
shot. Earning enough cash on later levels proved to be a bit repetitive, 
and it paid to learn which weapon was needed for cerfain sections. 


This was the first full game from John and Steve Rowlands, working with 
Rob Ellis as Transmission Software. They used the main hero again in 
the budget title Cyberdyne Warrior, which was eventually released | 
on the 4th Dimension compilation (see the Insects in Space page for 
more detail). Sadly, the EMAP bias against Thalamus games continued 
with this game receving an unfavourable review in Commodore User. 
Retrograde was a shoot ‘em up with three different gameplay styles 
to add variety, Each of seven planets was represented by a horizontally scrolling main level, with the player flying or walking 
around it to collect Ara (the local currency, shown on screen as different sizes of diamond) and the vital planet busters. 
Once these were collected and charged (by visiting the shop with enough money) it was down into the vertically scrolling 
ducts that led to the heart of the planet. Here the game became a platformer, with the player using his powerfist to destroy 
the baddies. When all the ducts were complete, the planet exploded and only a huge guardian stood between the player 
and the next planet. The player moved around the guardian, avoiding its gunfire and looking for weak points to shoot and 
destroy. Throughout the game the player had a limited energy supply and a number of lives; extra lives could be earned by 
scoring points, and a POW symbol! gave a short-lived shield fo protect the player from losing energy. 


RickiDangerous TAPEW! DISK! CARTHZ 
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This was a great platform game with excellent presentation. Cutscenes 
introduced each level, and the background graphics were lovely and 
detailed, accompanied by some short tunes and atmospheric sound 
effects. Enemy sprites were cute but deadly, and Rick strutted around 
with his large chin and big hat playing the role of dashing adventurer. 
The gameplay was frustrating, with each new screen presenting a 
new puzzle to solve or deadly combination of enemies and limited 
pathways. Getting through the levels was exceedingly tough. 


Core Design was formed by a group of ex-Gremlin Graphics =| 
employees, including Chris Shrigley and Terry Lloyd, who worked out “addictive entertaining, this deserves to do well” 
of the Derby office. When Gremlin closed the office, the new company _zzZap 64, August 1989 

was formed. There were even whispered rumours of the programmers 
“surfing” down the hallway on a discarded Gremlin Graphics sign... 
Rick would appear in a sequel the following year, this time taking on 
aliens in a Flash Gordon-inspired costume. The major change was the 
introduction of sliding bombs to replace the dynamite. Fans of Rick 
Dangerous should also check out Montezuma's Revenge, a devious 
platform game from 1984 filled with traps, keys and treasure. 


Rick Dangerous was q 1930s style adventurer complete with fedora, 
armed with a pointy stick instead of the obligatory whip. The first 


deadly mummies and tribesmen out to get him for stealing the hidden treasure. Level three saw Rick trying to rescue POWs 
from Castle Schwarzendumpf, and the final challenge was to stop an attack on London from a secret missile base. 


Shinobi TAPEW DISK) CARTS 
Virgin =. — _—_— 
Simon Pick, Ned Langman, Tony Williams = 


Do You Think They Knew What moe 
“Shinobi” Actually Meant? 


Ignoring the martial arts styling, Shinobi was effectively an updated 
version of coin-op classic Rolling Thunder. That was a platform shoot 
‘em up that did not translate well to the C64, but Shinobi did better 
by a fair margin. Graphics were very evocative of the arcade, with 
some well-defined bosses and screen-filling magic effects. Learning 
where the enemies appeared was the most important thing, since 
they attacked from all angles. Control was good for the most part, 
with the major annoyance the way the ninja bounced off enemies 
and went out of control briefly. Sound and music were fine, but MRUUSIMAAAd 
nothing outstanding. The end result was a playable conversion and 
a challenging game. ZZAP 64, October 1989 


Shinobi spawned a sequel called Shadow Dancer, where the ninja 
was joined by his white dog that could be sent to. attack and distract 
an enemy. It also included a rather bizarre end-of-level encounter 
where the player had to destroy a train. 


In Shinobi, the player took the role of Joe Mushasi, a ninja in pursuit of F 
an evil criminal gang, the Zeed, that had kidnapped the children of 
the Oboro cian. The player had to free the hostages and kill the bad 
guys using his shuriken, feet and fists. The bad guys would shoot back, 
throwing swords and rushing in to attack. Killing certain enemies gave 
a power-up, turning the shuriken into more powerful bullets. There was 

a strict three-minute time limit to reach the end of the level. After completing two sub-levels, there was an encounter with a 
boss, ranging from the fire-finging Ken Oh to a helicopter. Fortunately the player had ninja magic to call on and inflict a lot 
of damage, although there was a bonus for players who could make it through without using the magic. Once the boss was 
defeated, a bonus stage appeared in which Ninjas ran onto the screen on the far platform, hopping towards the player. 
The player's hands were visible at the bottom of the screen, and the player had to throw shuriken to stop them. If any ninja 
reached the front of the screen, the round was over. The fifth and final level saw Joe reach Zeed's headquarters and free 
the last of the hostages. 
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‘Sim TAPES DISKM! CARTES 


Infogrames | Maxis 
Will Wright 


You Can’t Build That Here! 


There was good and bad in the C64 version of this classic, the first 
game in the Sim series. The most obvious (and seemingly arbitrary) 
omission was the ability to change the tax rate, with a fixed return 
reducing the economic strategies the player could use. It also lacked 
the detailed graphics of the actual buildings, with black blocks 
representing properties being built. However, the core of the game 
was intact, from zoning areas to landscaping. Being able to unleash 
a disaster on your city was great fun, with each effect being nicely 
depicted (particular favourites being the giant monster and the 
moving whirlwind). 


Will Wright started creating the game in 1985, inspired by his earlier 
title Raid on Bungeling Bay — and it was originally being written on 
the Commodore 64, Broderbund turned the game down and Maxis 
was founded by Will Wright and Jeff Braun to publish Sim City on 
computers other than the C64. There was a book released called “The 
Sim City Guide to Town Planning”, which explained some of the rules 
and theories that Sim City was modelled on, and compared real-life 
cities with their representation in the game. 


There were two different elements to Sim City. The first was the 
scenario mode, where players were given a model of a real city and 
then had to solve a problem. These included a Godzilla attack on 
Tokyo, rebuilding after an earthquake in San Francisco and traffic 
chaos in Bern, Switzerland. The city building mode let the player start 
from scratch, playing the role of the mayor. The first step was to start zoning areas of the blank landscape for residential, 
commercial and industrial use, to create transport links and power the city. Once the zones were open, buildings would start 
to appear and traffic would start to flow. A series of graphs gave data on how the city was developing and where problems 
like crime and pollution were being felt. Time was accelerated, with every month bringing new tax revenue to spend and 
more expenses (such as police and fire service funding). The levels of funding could be changed but this affected the quality 
of service. Finally, a cruel player could unleash disasters on their own city — fire, flood, earthquake, a tornado or a giant 
monster. Cities in progress could be saved and loaded back in to play again later. 


Space) Rogue TAPED DISK! CARTE 


Origin rv cN 
Origin (Paul Neurath, Mark Adam “/ C 
Baum, Steven Muchow, Ned 10% 


Lerner, John Miles, Denis Loubet, Keith Berdak, 
Jeff Dee, Warren Spector, Allan Varney) 


Of All The Galaxies, You Had To Fly Into 
This One... 


Fans of the classic Elite were constantly on the lookout for a new 
game offering a similar style of play, and Space Rogue did just thai. 
Presentation was excellent throughout, with static cut scenes and a 
really nice control panel. The in-game graphics were way ahead of 
Elite, using texture filled polygons to create some detailed ship models 
and a very impressive framerate. Sound was sparse but adequate. The 5 , 
main quest took a long time to complete, but the player could ignore Me pecan poland te i grees ag tl 
it and just have fun flying and fighting in the freedom of space. aia é 
Included in the packaging was an “owner's manual” for the Sunracer 
ship the player got at the start of the game. Hints were given in the form 
of messages “scribbled” onto the pages. There were also cardboard 
sheets to cut and fold into models of the ships in the game. The game 
started life on the Apple ll and C64 before being converted to the 
16-bit Amiga and Atari ST. 


At the start of the game, an alien attack destroyed the ship the player : : 
was stationed on. Fortunately the player had been sent to investigate Aree Lrounns es 
a stray ship floating in space, and used this to head for the nearest na _ 
space station. Thus began a long mission to earn money and find out what was happening in the galaxy. Just as in Elite, 
a trading run with cargo could prove profitable. To protect the ship there were defensive armour, lasers and missiles - all 
essentials when the alien Manchi race attacked. At space stations the player could buy add-ons for the ship and get repairs, 
or relax in the bar to hear gossip and play the Hive arcade machine. This game was actually fully playable, a scrolling shoot 
‘em up with the player attacking the alien ants. To travel between the systems, a wormhole was used. This was portrayed as a 
tunnel, and the player's ship had to keep up a minimum speed to activate the warp. While in the tunnel, the energy fields ate 
away at the player's armour. It wouldn't take long for the player to be drawn into the mystery of a disappearing professor, 


Speedball TAPEW! DISKI2) CARTS 
ImageWorks 

Pantheon Software, Sam Mohabull, 
Mark Coleman 


Brutal! 


This was. a fast-paced simulation of a future sport, owing much to the 
film Rollerball, and was great fun in two-player mode. Graphics were 
fantastic, from the detailed presentation screens to the overhead 
view of the pitch (including a clever colour change when the players 
went under the shade of the left-hand wall). Sound included a brilliant 
rendition of the Amiga title tune, great jingles and some good sound 
effects by David Whittaker. Control was excellent and really easy to 
grasp. The long-term challenge of winning the League or Cup kept the 
player coming back. 


The original Amiga game by the Bitmap Brothers won the Golden The perfect > 

Joystick for Game of the Year in 1989. The C64 version was one Of anyone has ti _ eee ae 
the games to appear on the Cé4DTV plug-in joystick (see 199x). As a 
testament to how good the emulation of the DTV was, a graphical 
glitch in the score panel is visible on the DTV — exactly the same as in 
the “real” version. 


Set in the future, the player controlled a team taking part in the brutal 
sport of Speedball. The arena was enclosed.on all sides by metal walls. 


A large launcher lifted out of the centre of the pitch and fired a metal ; -_ SS eaaeramara rer 
ball into the air fo start the match (and again after a goal was scored). WAN Go Bpieren: &.00n fn henu fer 
Players could jump for the ball, or slide tackle into an opponent. With He 3 Rene Yon HOU er 
multiple presses of fire, an opponent could be punched to the ground a Rv etstecteneenses 


and the ball grabbed. Bounce domes sent the ball flying off in another qrechon. while the gates af the edge warped the 
ball to the other side of the pitch. At the top and bottom of the pitch were the goals, guarded by a goalkeeper. During the 
match icons and coins appeared. Icons had an immediate effect, from freezing the opposition to electrifying the ball so it 
could tackle an opponent. Coins were spent after the match to upgrade the players’ stats or even to bribe the referee for 
more time to change the result. An exhibition match consisted of two legs, the knockout cup or league offering a series of 
games. The league was also split into two divisions with a choice of three starting teams each with their own strengths and 
weaknesses, the object being to finish top of the pile. 


_ the Greenpeace ship that had been sunk, it was programmed by 


Microstyle 
Geoff Crammond, 
Norah Crammond, 
John Cummins 


You’re For The High Jump... 

Geoff Crammond did it again with a superb racing game, 
inexplicably known as. Stunt Track Racer in America. The 3D tracks 
were brilliantly executed, with the “hidden-line removal” wireframe 
effect concentrating on what was vital (the track itself). Presentation 
was excellent, with the map previewing what a course was like and 
easy to use menus, The Cé4 version lacked the link-up cable for two 
player games, but the computer opponents put up a real fight. 
Stunt Car Racer was published via Microstyle, a labe/ set up by 
MicroProse. After the acquisition of Firebird/Telecomsoft, Microstyle 
published several games that were already in development by 
Firebird, including Rick Dangerous 2. Another game released on the 
label was the environmentally themed Rainbow Warrior; named after 


‘Stunt (Car; KEI? TAPED DISK! CARTE 


former Taskset members Tony Gibson and Mark Harrison. 


Set in the near future, the player took control of a racing buggy in the 
deadly world of stunt car racing. Each track was filled with hazards 
such as banked corners, perilous ramps and huge jumps. The track 
was also elevated, meaning that steering off the edge was dangerous ‘i on 

too. The player saw the track in 3D from behind the huge engine of Rie . 

the car, with flames shooting out when the nitro boost was activated Rp Seomavennaness ESE 6 eae alae ae Wine ares 
to gain speed. At the top of the screen was the damage bar, and as 

damage was taken a small crack grew across the screen horizontally. If it reached the right hand side, the car was wrecked. 
Serious damage could result in a permanent hole, which reduced the maximum damage the car could take. The action was 
split into four divisions, with each division having two distinct tracks. The player had to earn promotion by winning a series of 
races against two opponents in each division. Finishing bottom of a higher league would see the player demoted. All in all, 
Stunt Car Racer was a phenomenal game that really packed a visceral punch. 

Note that the Commodore Format score is from the 1991 budget re-release. 


Turbo Outrun TAPEWM DISKIZ| CARTS 
US Gold / Electronic ys j “2 : 

Arts & Sega Of o4 

Probe (Mark Kelly, Steve 98%! 
Crow) 


Head Out On The Highway... 


After the very disappointing conversion of the original Outrun (which 3 la i 
lacked junctions), at least Turbo Outrun aimed high. It needed a big lt in a im & Vi Rieger 
multiload to pack everything in, with the many changes of background 

graphics and detailed presentation such as the garage and the 
superb course map. Playing from tape was not as much fun due to 
this long multiload. The 3D road effect was much more convincing 
than the original Outrun, the sprites being great for the main Ferrari 
and good for the other cars. Music was outstanding — the Maniacs 
of Noise (Jeroen Tel & Charles Deenen) put together two amazing 
sample-filed tunes for the title sequences, and the other fast-paced 
tunes based on elements of the arcade game music really suited the 
game. Control felt very smooth throughout, and it took a talented 
player to win the race. 


Amazing Productions had done a poorjob with the original Outrun and 
the conversion of Roadblasters, and so a different company, Probe, 
was hired to make this sequel. Mark Kelly and Steve Crow would also 
go on to produce the polished conversion of Golden Axe. The road 
routine developed for Turbo Outrun was reused in the conversions of 
Super Monaco Grand Prix and S.C.I. (Special Criminal Investigations). 


The plot of Turbo Outrun set the player in a race across America from 
the Atlantic to Pacific coasts against a driver in a Porsche. Failure to beat the Porsche through a set of four stages would see 
the blonde girlfriend leaving the player's Ferrari behind and hitching a ride with the other driver. To help the player catch his 
opponent, the Ferrari was fitted with a turbo. Activating it sent the car flying forwards at high speed, but too much use would 
overheat it. At the checkpoints there was a garage sequence where extras (high-grip tyres, a supercharger and a larger 
engine) could be fitted to improve the car's performance. Different weather conditions would also affect the journey, with 
patches of oil and water on the road to catch the. player out. Using the turbo over a patch of oil would ignite it, so the player 
had to watch out for that particular hazard. Put the pedal to the metal, turn the radio up and race from sea to shining seal 
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“In complete contrast to Turbo on the Amiga, the 64 version 
provides a fast fun game...” - Commodore User, December 1989 


Ocean 
John Meegan, Stephen Thompson 


Crime Doesn’t Pay... 


Ocean used a familiar style to re-create key elements from the 
Brian De Palma movie and produced a cracking game. Graphics 
were excellent throughout with so much detail crammed into the 
backgrounds and some superbly. animated sprites (relying on sprite 
overlays). The sombre colours added to the period feel, while the 
disk version featured additional static bitmaps. Matthew Cannon 
had great fun with the music, throwing in elements of the movie 
soundtrack, creating an awesome title tune and covering several 
1920s pieces (including the Charleston and some Scott Joplin rags). 


John Meegan would re-use much of the code from The Untouchables 
to create another film license, Total Recall, after the original team, 
Active Minds, were not able to complete the project in time. 


Elliot Ness was called into Chicago to clean up the city, and formed 
a group of “untouchables” to go after Al Capone. The first stage was 
an armed raid on a warehouse full of illegal alcohol. The men dressed 
in white tried to flee with evidence, and Elliot had fo shoot them to 
make them drop it. He then had to get to it before one of Capone's 
men picked it up. With 100% of the evidence secured (before time 
and Ness's energy run out), the next step was to foil a group of 
bootleggers trying to cross the border. With the trucks stopped on the 
bridge, the four members of the team must roll out from cover to pick 
off the bad guys using a sniper rifle. If anyone took too many hits, they 
were dead, so it was up to the player fo swap between the four. Next 


nhe Untouchables TAPEW! DISKIZ| CARTE 


it was a frantic dash through the back alleys to reach the railway station. Capone's men fired from doorways and passing 
cars to stop Ness's team. They were armed with shotguns that could be reloaded while hiding behind a wall. Reaching the 
station led to a tense situation — a pram with a baby in it was sent rolling down the staircases, and Ness had to guide it to 
safety while dealing with Capone's men shooting at him and the pram. At the bottom of the stairs, a desperate hood took 
the book-keeper hostage, and a large hand holding a pistol appeared on screen, which had to be guided to shoot the hood 
before the hostage was harmed. Having finally brought Capone to trial, his enforcer Frank Nifty tried to flee the courthouse, 
taking refuge on the roof. Ness had to chase him and stop him, sending Nitty fo his death from the roof edge... 


X-Out TAPES! DISK! CARTE 
Rainbow Arts vy ae acer Ga Vv ae sere 
Rainbow Arts (Jérg Prenzig, An- 
dreas Escher, Michael Hendriks, 
Holger Schmidt) 


Out Of This World... 


X-Out was a very tough horizontally scrolling shoot ‘em up with some 
excellent graphics. Presentation was superb, including the weapons 
shop and the end sequence. In game the scrolling backgrounds had 
alot of detail, and there were some huge bosses to defeat. There was 
the odd flicker when alot was happening on screen, but it was a minor 
problem. Getting to the later levels may have seemed out of reach 
at first, but it was worth persevering. The shop proved tricky to use, but 
there was a wide range of weapons to try out. It was overshadowed 
shortly after its release by the outstanding Turtican, but appeared 
alongside its stablemate on the excellent Ocean compilation Power 
Up. 

Andreas Escher, who worked on the Turrican games, provided the 
graphics for X-Out. The end sequence for X-Out is very similar to that 
of the original Turrican, with a vertically scrolling message appearing 
over a static bitmap screen. The game's working title was Medusa, 
and the 16-bit sequel was called Z-Out. 


Earth had come under attack from aliens, but it was from an 
unexpected direction. The aliens from Alpha Centauri landed and 
established their bases under the sea, and it was up to the player to E 
defeat them. Before each level a weapons shop appeared. There ——F — p : 
was a choice of submarines, which could hold different amounts of weaponry. The number of submarines bought acted as 
the player's reserve lives, so it was a case of balancing the need for extra weapons with the number of lives to see the player 
through. The player could choose which weapons and drones to buy for their submarine, selling off old weapons to pay for 
the new. The drones could be placed in formation where the player wanted them. The five big levels scrolled horizontally, with 
enemies attacking from both sides and static guns firing missiles at all angles. As well as the main weapons, the player could 
hold down fire to unleash a much stronger biast from their chosen secondary weapon. These included the Flamethrower, 
Energywall and Fireclaw. Waiting at the end of the level was a huge boss with masses of firepower of its own. Defeating the 
boss would grant access to the next level. 
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he year 1990 was a key one for Commodore, with new hardware going 

on sale. The Commodore 64 Games System (GS) was developed by 
Commodore UK, and spurred companies into producing new cartridges 
up to 512K in size. The system had no keyboard and came with a four- 
game cartridge. The Annihilator joystick from Cheetah was included in 
the pack and provided an independent second fire button. Commodore 
promised over 100 cartridges from top companies within a year. 


he CDTV (Commodore Dynamic Total Vision) machine was supposed 

to spearhead a new wave of CD-based software, with the machine 
being based around an Amiga chipset. The aim was to get a CDIV into 
every home, but poor marketing and a lack of software affected its sales. 
The Amiga 3000 also went on sale. Commodore moved its stockholder 
meetings to the Bahamas, where the chairman Irving Gould was based. 
lt gave smaller shareholders less chance of attending the meetings and 
making their voice heard. 


K magazine publishers Future launched Commodore Format, a rival 

to ZZAP CF came with a tape every month, prompting ZZAP to do 
the same. Several familiar faces from ZZAP worked on the early issues, 
including Steve Jarratt, Kati Hamza and Gordon Houghton. 


Bloodwych TAPED DISC? CARTES 
ImageWorks = 
Philip Taglione, Pete James et. Ped 


Spelicasting B... L... O...0...D...~ 


Dungeon Master had been a huge success on the Amiga, and this 
was an 8-bit version complete with a split-screen two player mode. ; . d 
Graphics offered a good 3D view of the dungeon levels, with a VMN 
detailed status panel and a variety of enemies. Like Dungeon Master, 
the view moved in “steps” rather than real-time 3D. The control 
method was good too thanks to the use of icons. It was quite easy to 
get lost, so mapping became an essential part of playing the game. 


Philip Taglione created the C64 version with help from his brother 
Anthony Taglione and Pete James, the team thai designed the 
original 16-bit version. The Amiga version of Bloodwych eventually got 

Ps ere disk with extra levels, but there was no equivalent released for “An excellent conversion of a brilliant game, just remember: 

: don’t get killed or lost!” - ZZAP 64, September 1990 

In Bloodwych, the object of the game's quest was to collect four re coe BOUN CMAN Tone: 
crystals from four towers of the Castle of Bloodwych. Climbing the 
fifth fower would bring the player face to face with the evil Zendick, 
where the crystals could be used to banish him to the realm of 
chaos. The player chose a team of four different people to take 
on the quest. There were four classes of character — Fighter, Mage, f 
Adventurer and Archer — with four of each class available to pick awd 3a Pf ewar cwana or -sxnn 
from. Each character belonged to a particular family, shown by the ; 
coloured playing card symbols, which in turn affected the type of 
spells available. Once inside the dungeon, players had to find keys 
fo unlock doors and gates, find the switches that opened up new 
sections of the dungeon, and fight off the monsters. Mages could cast spells, Archers could use a bow and arrow, and Fighters 
and Adventurers got up close.and personal with mélée combat. Spells were prepared by looking through a character's spell 
book, and the more a spell was cast the more proficient the mage became at casting it (making it more effective while 
costing fewer spell points). Defeated enemies would often leave behind essential equipment such as shields and armour 
which could be looted for the party's use. It was also vital to let the party rest by sleeping, allowing them to recover hit points 
and regain spell points, before continuing on the quest. 
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§ levels, destroying the scenery and the waves of enemies out to get 


Cabal (( U | 49) TAPEW®! DISK! CARTE 
Ocean 


BSooveeoee ie 


Special FX (Robbie Tinman ahaa! 
Ivan tay Karen Davies, 83% 80% 
Paul Finnegan) 


Well, Surrounding Them’s Out Of The Question... 


Based on the successful arcade game, this was a tough shoot 'em up 
that was similar in some ways to Operation Wolf, but viewed in a third- 
person perspective from behind the player. The background graphics 
were detailed and collapsed/exploded nicely, with plenty of variety 
in the different levels. The sprites were excellent, from the main player 
to the many types of enemy. Control was good, although it could be 
awkward to hit space (for launching grenades) in the heat of battle. 
Keith Tinman provided the music and sound effects, which were 
adequate, while his brother, Robbie Tinman, coded the game. 

There were two different versions of Cabal developed for the Cé4. 

Much like the earlier Bionic Commando, Capcom produced a § Uses, Sasser 1903 
separate version for the US market, with inferior background graphics. POO 
Due to memory consiraints in the UK version, the only thing missing from 
the arcade game was the rather camp way the hero ran off into the 
distance when a level was completed! 

In Cabal, the player had to work his way through the single-screen 


“Special FX have done such a good job in converting the 
ame...” - Commodore 


him. At his disposal were a machine gun (with unlimited ammunition) 
and a limited stock of grenades. Holding down fire moved the gunsight 
to alter the player's aim and releasing fire moved the player sideways 
at the bottom of the screen. Barricades at the bottom of the screen 
would shelter the player until the enemies eliminated them with their gunfire. Facing the player were soldiers, tanks, helicopters 
and planes. Grey soldiers would drop extra grenades and shooting the stretcher-bearers who ran out to pick up the injured 
would earn even more grenades. Bonus points and extra weapons would come from the rubble of destroyed walls and 
buildings. The faster-firing weapons (shown by a change in the shape of the cross-hairs) would only last for a short while or 
until the player died. To complete the level, the FOE bar had to be turned red. Every four levels a large vehicle with plenty of 
firepower would attack, with the player having to fill the damage meter to destroy it. 

Note that the Commodore Format score is from the 1991 budget re-release. 


Creatures TAPE® DISK@! CARTER 


Thalamus 


Apex Computer Software 
(John & Steve Rowlands) 


Wile E. Coyote Never Ordered These 
Acme Devices... 


Creatures was a very cute platform game, with an exceptionally 
high difficulty level. The main character, Clyde, was a great hero, 
breathing fire and strutting around the levels. Graphics were superb 
throughout, from the brilliantly animated and defined enemies to 
the colourful scrolling backdrops. Presentation was excellent too - a 
miniature map appeared as a preview before each level, and the 
shop screen featured a very pretty witch. 

Steve Rowlands drew a cartoon inspired by Creatures that featured in 
the development diary of the game in ZZAP 64. Given away free with 
every copy of the game was a cute bug with boggly eyes, available 
in a range of psychedelic colours. The cheat mode required you to 
type | HATE BROS at the bottom right of the screen before loading. 
Some of Clyde's weapons and the style of the background graphics 
were influenced by the coin-op Midnight Wanderers. 


Clyde Radcliffe had to rescue his fellow Fuzzies from the clutches 
of the evil demons, so he set out armed with his Droopy weapon 
and really bad breath. So bad, in fact, that he could hold fire and. | 
unleash a jet of flame. Fighting his way along the horizontally scrolling 
levels, Clyde had to jump from ledge to ledge shooting the enemies, 
avoiding their bullets and trying not to fall into the water. On certain 


“Creatures simply oozes quality... the three Torture Screens are 
the best sub-games ever” — ZZAP 64, December 1990 
>) 


i 


stretches of water Clyde could get out his fan and jump on a lily pad to surf along, but players had to watch out for the 
waterfall. There were also underwater sections, with Clyde donning a glass helmet with a limited air supply before he had 
to surface again. Clyde could only take two hits from the enemies before dying, although picking up a bonus Clyde would 
award a new life. Between levels Clyde could enter the shop fo buy new weapons from the beautiful witch, using the Magic 
Potion Creatures he had collected. After two horizontally scrolling levels had been completed, Clyde would have to face the 
single screen torture chamber where a Fuzzy was being held captive in a fiendish arrangement of traps and puzzles. Clyde 
had to work out how to save the Fuzzy before its untimely death -e.g., being chopped in half by a chainsaw. 
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Cyberball TAPE®! DISKiZl CARTE! 
Domark — ce 


Quixel (Chris & Tony 
West) 


Red 42, Hut, Hut, Hut! 


This was a good conversion from the arcade original Cyberball (not 
to be confused with the upgraded Cyberball Tournament ediiion). 
Presentation screens were nicely done and easy to use, with the 
playbook being particularly impressive. The scrolling view of the pitch 
was from directly overhead rather than the semi-3D angle used by the 
arcade, although the robotic players still looked the part. Unfortunately 
there were a few glitches and flicker when a lot of players were on 
screen. Sound was limited to a few jingles and effects by Teque. As a 
game, it was very tough to get into, and it took a while to learn how 
to beat the computer opponent. . le —_ 


Cyberball was released first on cartridge by Domark, (one of the few  glick conversion” - ZZAP 64, February 1991 
companies to really support the GS console), and was slightly different — 

to the later cut-down tape and disk versions. The cartridge version 
had more moves in the playbook, but all versions lacked the arcade's 
turbo button to speed up the robots. 


Set in the future, Cyberball featured giant robots playing a game 
similar to American Football. The major difference was the ball - 
instead of limited downs, the team in possession had to move the ball 
upfield before it exploded! After the kick-off had been received and 
the action stopped, the next play was chosen from the playbook. The 
team with the ball (on offence) had to pick a type of play, either 
running or passing the ball, and then was given a choice of four differen 
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t plays. The plays all had aggressive sounding names 


such as Sidewinder, Wham-Bam and Point Blank. The defence set up its formation to counter what the offence was doing, 
with options like the Blitz (fo go after the quarterback) or Prevent (making the robots drop back to stop the long pass). With 
the ball snapped back to the quarterback, fire was pressed to either hand the ball off to a running back, or throw it to a 
receiver heading downfield. The aim was to score a touchdown worth six points, with the conversion either being a pass play 
for one point or a running play to try for two points. 


Note that the Commodore Format score is from the 1992 budget re-release. 


E-Motion TAPE! DISK! CARTS 
US Gold 


The Assembly Line (conversion by The 
Code Monkeys) 


Molecular Mayhem... 


E-Motion was a very tricky puzzie game — with the Ein the title standing 
for Einstein (who put in a guest appearance in cartoon form on the 
cover and the loading screen). It may have lacked the shiny ray- 
traced graphics of the 16-bit version, but what was there did a good 
job with the explosion effects particularly impressive. Sound and music 
by Mark Tait was simpie but worked well. It fook time to get used to 
the rotate and thrust controls, but there was the incentive of reaching 
new ievels, just to see the game come up with new tricks — like roping 
the two players together, or the fiendish bonus games. 


ZZAP 64 provided some bizarre maps for the game in their tips 
section:each level was recreated with sweets including Opal Fruits 
(now known by their US name of Starburst) and Fruit Pastilles. The 
American release by Accolade was known as The Game of Harmony, 
and was promoted as a Zen-inducing game (although for many 
players it was more frustrating than Zen-like). 


In this game, the player was given the task of disposing of the floating 
atoms in a microscopic world by colliding two atoms of the same 
colour. If the player was not fast enough, the atoms exploded 
draining the ship's energy, although they would first pulse wildly as a 
warning that they were about to blow. Knocking together two atoms 
of different colours would produce a small atom of a third, different 
colour. This could be collected for energy before it grew into a full- 
sized sphere. If things were going badly, a desperate tactic was to deliberately create small atoms and collect them, hoping 
to earn enough energy to survive the explosions. On many levels atoms were joined together by elastic ropes that pulled 
them together, and destroying an atom would release any rope that was linked to it. There were no walls present on the 
playfield, meaning the action could wrap around (i.e. going off the left edge would loop things back to the right). After five 
levels there was a bonus section with a strict time limit and two colours of ball, one of which ended the level and the other 
gave bonus points. There were also hidden bonus achievements to pick up for more points. If the player reached the twenty- 
fifth level before dying, they couid then continue on from that point rather than starting at the first level again. 


“Fifty perplexing levels offer a big challenge... visually disap- 
pointing but still very playable” - ZZAP 64, April 1990 


Worldi Dizzy 
Codemasters 
Philip & Andrew Oliver, lan Gray 


I’m So Dizzy, My Egg Is Spinning... 

The Dizzy games may have been transferred with their ZX Spectrum 
graphics virtually unchanged, but the important thing was that the 
gameplay was intact. The arcade adventure style was popular, 
despite tricky challenges provided by Dizzy's hard to control jumps. 
This was actually the third game in the series, after the original Dizzy 
(subtitled The Ultimate Cartoon Adventure) and the incredibly difficult 
sequel Treasure Island Dizzy. Fantasy World Dizzy had a neat storyline 
based on fairy tales, and the new inventory screen let Dizzy carry two 
objects at once (until he found the bag, which would let him carry four 


things). Steve Barrett's music was appropriately cute, although it was fy | 


re-used from the earlier Fast Food Dizzy game. While it may not have 


looked as good as the last game in the series — Crystal Kingdom Dizzy ; 


— it was the plot that held this game together so well. 


Dizzy didn't just feature in arcade adventures. Codemasters also 
attempted to cash in with a range of arcade games. The Dizzy 
arcade games were a mixed bunch — Fast Food Dizzy was a lazy 
Pac-Man rip-off, and Panic Dizzy was a terrible shape-sorting puzzle 
game. The best were Dizzy Down The Rapids (heavily based on the 
arcade game Toobin' but without the difficult rotational conirol) and 
Kwik Snax, which was a great maze game with cute graphics. This 
was a different game on the C64, compared to the Amstrad and ZX 
Spectrum versions that were based on the arcade classic Pengo. 
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Fantasy World Dizzy started out with Dizzy waking up in the dungeon of Zaks’ castle, with the task being to defeat the evil 
wizard to rescue his girlfriend Daisy with the help of his friends, the Yolkfolk (their first appearance in the series). Dizzy could 
talk to his friends (and some of the other characters in the game}, and the dialogue would appear on screen to give hints 
on what to do next. Like the earlier games in the series, the gameplay was about finding objects and using them in the right 
place —e.g. rocks raised the water level in a pit, a sleeping potion sent the fire-breathing dragon to sleep, and so on. Escaping 
the dungeon required Dizzy to put out a fire, one of numerous things that could hurt him— including falling into water or being 
bitten by a rat. There was also a beanstalk to grow and a weird upside-down land to navigate. Scattered around the game 
were fifty coins, many of them hidden behind the scenery, and Dizzy had to collect all of them to win the game. 


ToplozFun TAPER! DISK CART 


Mindscape 


Imagitec (Chris Gray, Axel, Leslie 6 se 
Long, Simon Golding, Kristi Lou- . 38 7/5" 
ise Herd, Rob Anderson, Ed Zoinieryx, Raymond 
Cheang, Dennis Turner) 


Roll Up, Roll Up... 


This was a fantastic conversion of the Amiga game, full of great 
touches and a lot of (cruel) humour, Presentation was excellent, with 
the ringmaster pointing out the options on the title screen and the 
hilarious antics of the judging panel as they turned on each other. 
Earning the money to save the circus was a tough challenge but the 
sheer fun brought the player back - especially since the practice 
option let the player improve his weakest events. 

The best way to play Fiendish Freddie was on the compilation cartridge 
for the C64 GS. Here the events loaded in a flash, with the game only 
held up by the music fading out! Chris Gray designed the original 
Amiga game with his company Gray Matter, which he set up after the 
success of the game Infiltrator. 


The story for this game was that the circus was under threat from a 
property developer, so if was the player's job to earn $10,000 to. save 
the big top by performing well in the six different circus disciplines. Out 
to stop them was Fiendish Freddie, a malevolent clown whose only 
aim was sabotage. After each event the judges would give the player 
money according to how well they had done. First up was the diving, 
with Freddie trying to blow the diver off course with a fan as they 
performed a variety of moves before landing in the water (the target got smaller as the player got better — a small paddling 
pool, a bucket and finally a teacup). Next up was the juggling, with the player on a unicycle trying to cope with objects 
thrown at them by a performing seal. Freddie would toss in bombs that could not be dropped, but could be thrown back at 
him. Swinging through the air on the trapeze, the player had fo fly through hoops of fire and avoid Freddie with his scissors. 
Knife throwing saw the player bursting balloons as the glamorous assistant rotated on the wheel; care had to be taken not to 
hit the girl, which was difficult with Freddie throwing in smoke bombs to block the view of the wheel. The penultimate event 
was the high wire, a difficult balancing act when someone (namely Freddie) was throwing saw blades at them. Finally, it was 
time to become a human cannonball, aiming for the safety of the movable net. 


“Saving the Big Top is a substantial challenge... the funniest, 
wackiest game yet seen on the C64” —- ZZAP 64, May 1989 
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Flimbo’s Quest TAPE DISK™ CARTED 


System 3 

Laurens van Der Donk, Arthur 
van Jole, Jacob T Riet, Dave 
Hogdendorf, Patrick Witteman 


What’s A Flimbo? 


This was a great-looking game. The backgrounds had a superb 
parallax scrolling effect, the enemies were cute and well animated 
and Flimbo himself was full of character. Sound effects were up to a 
high standard and the music from Reyn Ouwehand and Johannes 
Bjerregaard was fantastic throughout. If was quife an easy game fo 
pick up, but learning the level layouts and where to find the hidden 
bonuses was important. Control was pretty good, but there were a few 
unfair moments (such as being stuck on a platform when an enemy 
appeared in the same location). The multiload was intrusive on tape 
and disk, so the best way to play was on the C64 GS cartridge. 

The letters of the passwords spelt out machine code instructions (such 
as SEI). The parallax scrolling and the control method brought to mind 
Hawkeye, and the unreleased Hawkeye seque! (Bamboo), since 
members of the same team produced Flimbo’s Quest. System 3 were 
also very naughty, putting a ZZAP Sizzler logo on the advert and the 
packaging before ZZAP 64 had even reviewed the game... 

In Flimbo's Quest, the evil Dr. Dandruff had kidnapped Pearly ihe 
beauty queen, Flimbo’s girlfriend, to extract her energy using his 
machine and increase his own lifespan, Flimbo set out to save her : ea 
across seven levels filled with enemies to reach Dandruff's laboratory. LIne 
On each level he needed to collect the password by killing creatures. . . 
Some of them dropped scrolls containing a letter, the rest dropping cash that Flimbo could pick up. There were also doors 
leading into bonus screens where the player could earn more coins (akin to Bombjack, there was a bonus for picking up the 
highlighted coins in the right order). At the shop Flimbo could spend his cash to buy more letters, increase his firepower, buy 
more time and so on. Every level also had hotspots where Flimbo could crouch and press fire fo uncover a hidden bonus. For 
example, on level two if Flimbo was carrying a scroll and found the hotspot, he would be given a super-scroll that completed 
the password automatically if he could return it to the shop without dying. Enemies would occasionally drop a coloured 
heart, which could be shot to change its colour from the five available. Returning all five fo the shop eamed an extra life. 
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International mennis TAPEWZ) DISKiZ! CARTS) 


Palace 


Sensible Software (Jon Hare, 
Chris Yates) 


Game, Set And Match... 


This was a unique take on the game of tennis. Rather than the 
conventional “end of the court" view, the 3D. wireframe graphics and 
filled vector stadiums allowed the piayer a choice of ten different 
camera angles. Despite being composed of a few simple vectors, the 
players had real character, swaggering out onto the court, shaking 
hands at the net and waiting for the serve. Sound effects were 
impressive with crowd noise (which could be adjusted to suit different 
models of C64) and the sound of the ball, but the highlight was the 
great title tune by Richard Joseph (a cover of the BBC’s Wimbledon 
theme music}. The menu system was excellent and easy to use, with 
maps showing the location of all the different tournaments. 


The 16-bit versions had filled vector graphics and a “free" camera 
option that could be altered to give any view of the court, but the 
C64 had to make do with ten pre-programmed settings, including the TENNIS 
“blimp” setting that turned the players into tiny dots. ¢ 


The innovative control system automatically moved the player towards 
the ball, making each shot a mixture of timing and tactics of where to 
place it. At the amateur skill level the player flashed to show when to 
hit the shot, but at higher levels this did not happen and additionally, 
at the Ace difficulty level a tricky spin could be added fo the ball. The 
practice option gave a choice of different surfaces to play — grass, 


. the 


“A su 


tive tennis sim which should appeal to everyone... 
animation works brilliantly” - ZZAP 64, June 1990 
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cement, carpet and clay. Each surface affected the bounce and speed of the ball in a fairly realistic way. For a longer 
challenge, the player could enter a tournament and piay against real pros of the time, with the size of the stadium changing 
to reflect the player's progress through the event. The ultimate aim was the Tennis Season mode, with up to seventy-nine 
different tournaments around the world to enter. The playing surface of each tournament matched the real-life event, and 
the player looking to earn as much money as possible. Because playing an entire season in one go was a bit of along stretch, 
the game provided the capability to save and reload later at the player’s convenience. 


Note that the Commodore Format score is from the 1992 budget re-release. 


Ivan Stewart's|SupenmOff-Road TAPED] DISK CARTES 


Virgin Mastertronic 6 
Graftgold (Steve Turner, Gary 6 4S 
Foreman, David O’ Connor) 877 


And The Winner Of The “Game With The 
Longest Name Award” Goes To... 


This was basically an updated version of the classic Super Sprint, 
but it turned out to be a great conversion. The graphics captured 
the arcade version very well, from the dirt-filled backgrounds to the 
tiny but well-animated cars and the flag-waving man. Sound was 
driven along by a good tune from Jason Page. Presentation was 
very good too, including the shop screen and the bikini-wearing 
lady with the trophy. Gameplay could be very frustrating with the 
trucks occasionally getting stuck in a pile-up, offen ending up with 
the player being shuffled to the back of the pack. For the player on 
keys it could be very tricky, but in 2007 the group Nostalgia released 
a cracked version allowing the use of the four-player joystick adapter 
(see Bomb Mania in the 199x chapter for more details). 

Ivan Stewart retired from racing in America in 2000 after a very 
successful career. ZZAP 64's exclusive review was actually done at 
Graftgold's HQ in Essex by lone reporter Robin Hogg. The follow-up in 
the arcades was known as Indy Heat and based around the American 
Indy racing series, which also gained a good Cé4 conversion. 

The aim of the game was to win races in a tough off-road pickup. 
Winning a race or picking up the bonus cash icon gave the player 
the opportunity to add extras to the truck. These included a nitrous ; 

oxide boost for extra speed, better wheels and shock absorbers and a more powerful engine. The player could also pick up 
extra nitros during the race. The courses featured very difficult terrain including bumps, jumps and water, and each race was 
five laps for the four cars taking part (up to three of the trucks could be controlled by players). As the player progressed by 
finishing first, existing courses were run in reverse and new tracks attempted; a total of eight different track layouts, running 
them in reverse and repeating tracks gave an overall total of thirty-seven levels to beat. Failure to win cost a credit, with three 
shared credits available to prolong the game. 


“A highly playable Super Sprint a instantly addictive and 
proves one tough ride all the i os 64, October 1990 


Gremlin Graphics 
Magnetic Fields (Shaun 
Southern, Andrew Mor- 
ris, Ashley Bennett) 


On Your Marks, Get Set, Go! 


This was a fantastic racer and a great conversion from the 16-bit version. 
Remarkably the programmers managed fo retain the large number of 
opponenis on screen without sacrificing speed — even in split-screen 
two-player mode. The tracks also had all the hills, sharp corners and 
obstacles of the Amiga version. Presentation was great with a good 
title screen and the static pit screen. Music was top notch, based on 
the original Amiga tunes by Shaun Southern and Andrew Morris, with a 
choice of three different tunes. Conirol was excellent, helped by wo (=== is NFH | «GEAR 
different methods and the option of manual or automatic gears. At 

the time players could send in a high score code from the game to os wait br4 —— yee Instantly, compulsively 
earn a special “license” certificate. 


Magnetic Fields developed an Amiga racing game to rival the classic 
Pitstop Il, just as Gremlin signed a licensing deal with Lotus to use 
their cars in a game. Young programmer Ashley Bennett did such TURBO 
a good job with the conversion that he earned an in-house job at Fae= t=. 
Gremlin. Sadly the next two games in the series did not get converted 
to the C64, despite announcements in the magazine Commodore 
Format that they were on the way, as Gremlin Graphics pulled out of 
developing 8-bit software in 1993. 


In this game, the player was lucky enough to be put behind the wheel 
of a Lotus Esprit Turbo, competing againsi a large field of similar cars. There were three different difficulty levels, offering a 
range of circuits and lasting for a varying number of races (easy mode had seven races, medium had fen and the hard level 
took place over fiffeen). Among the circuits was Hethel in Norfolk, England — the home of Lotus cars — based on their very own 
test track. The action was displayed from behind the bumper of the player's car in 3D, with a split screen view for the two- 
player mode. A tactical element was added to longer races with the need to make a pitstop for more fuel. The players were 
always forced to start from the back of the grid and had to earn a high finishing place to make it onto the next course. 


Lotus Esprit ULTLDe chetenes TAPES! DISK! CARTS 


LOTUS SSPARIT 


NavyjSeals 


John Meegan, Stephen 
Thompson 


Never Leave A Man Behind... 


This was a tie-in to the action film of the same name, and did a great 
job of portraying the action (even if it did not follow the plot of the 
movie that closely). The overlaid sprites were really detailed, animating 
well as they. climbed, swung and ran around the level. Backgrounds 
were. good too, with the best saved until last, alongside some great 
tunes from Matthew Cannon to accompany the action. The cariridge 
format allowed for some superb intermission screens between levels, 
and the excellent title logo. In many ways if played like an expanded 
version of the warehouse level from The Untouchables — but since one 
bullet killed outright in Navy Seals, much more care had to be taken 
to avoid dying. 

The team behind The Untouchables was reunited for this film tie-in. 
Buf the release of the movie was delayed in Europe, due to the Iraqi 
invasion of Kuwait. This had a knock-on effect of delaying the game 
for a few months. SEAL stands for Sea, Air and Land, and Navy SEALs 
are among the elite of American troops. 


In this game, the Navy SEALs squad was sent into the Middle East fo 
destroy stolen Stinger anti-aircraft missiles, parachuting into the area 
at the start of the first level. Each large scrolling level was packed with 
enemies and scrolled in all directions, The SEALs were versatile, able 
to climb over crates, shimmy along the underside of ledges and climb 


ladders. Enemies stood waiting in ambush, or patrolling the platforms; some would even fry to follow the. player, climbing 
over obstacles. Care had to be taken, since one bullet would kill a squad member and long falls drained energy. As well as 
all the missiles that had to be collected, there were extra weapons for the player to pick up including a flame-thrower and 
grenade launcher. After five tough levels, the action changed to a horizontally scrolling final mission through the streets of 
Beirut, with enemies rushing in from all sides and firing from the windows of buildings to stop the SEALs escaping back to the 
safety of their ship. 


This was a bruisingly difficult game that proved a tough challenge to play, and a tougher challenge to beat. 


TAPES DISKS CARTS! 


“A real coin-op feel and shows what cartridges really can do.” — 
ZZAP 64, January 1991 


ees) 


Night ‘Shift TAPE DISKIZ CART 
Lucasfilm /US Gold waa, : ’ 

Attention to Detail (J mr, 1 ¢ | 

Mullins, N. Cook) 10% 
’ve Got Indy’s Head On Darth Vader’ s 


Body... 


Night Shift had a real charm to if, from the funny cut scenes to 
the incredible detail of the huge machine. It was one big scrolling 
background filled with so many working parts that were gradually 
revealed as the game went on. Sprites were really well designed, 
particularly the maintenance man/woman under the player's control. 
Sound included some realistic though repetitive mechanical noises, 
and a neat title tune by David Lowe. Once the player got the hang of : 
putting together a few toys, things got more complex. Fortunately, a = 

password system (based around types of fruit) allowed the player to “einer rer hot a ager ant for the 
return to the later levels. puzzle-hungry.” - Commodore Format, eer 1991 


This game started life as Mr Fixit, based around a huge steam-powered 
machine in a Victorian factory. When Lucasfilm signed the contract 
to publish, the toys were changed into familiar Lucasfilm characters 
(such as Stormtroopers) and the name became Night Shift. 


The player took the role of Fred or Fiona Fixit, in charge of the night 
shift at a toy factory, the slighty Spoonerish Industrial Might And Logic. 
Their job was to maintain the output of “The Beast”, a huge toy-making 
machine. As the game progressed, the player had to take care of 
more tasks — for example mixing colours. The job started at the top 
of the machine where the vat of recycled plastic had to be heated, 
which meant the flame underneath had to be lit and the temperature of the flame adjusted. The plastic left the vat and 
went into moulds, the moulded parts would then have fo be painted and dried, assembled into the finished toy and sorted 
into crates. A quality control machine (a large bexing glove) would reject any badly made toys once it was activated. The 
machine also needed electricity, so the mechanic would regularly have to jump on the exercise bike near the base of the 
machine and pedal furiously to generate more power. To add to the difficulty, bits of the machine kept breaking down, pesky 
lemmings would run around the platforms and Larry the Lawyer would hit the player over the head with a writ... 


Ocean 
Graftgold (Gary Foreman, 
John Cumming) 


All The Colours Of The Rainbow... 


Rainbow Islands demonstrated how an arcade conversion should -& 


HIGH SCORE 
117960 1009860 


Rainbowislslands TAPEW DISK CARTS 


nidesbeataneaaice 


Rca 


allseven islands was difficult enough, without the additional challenge & 
of finding the seven large gems to get the “perfect” ending. : 
Graftgold were originally under contract to Firebird/Telecomsoft 
to produce the conversion, but the release was delayed when = Oo 
Microprose purchased Telecomsoft. Ocean stepped in under the : @ wl CREDIT 0 
terms of their agreement with Taito and bought the finished code from “ 
Graftgold to put on sale. ZZAP 64 later admitted that they had under- 
rated the game originally and it deserved a Geld Medal! Sadly, the 
C64 conversion of the (non-arcade) sequel Parasol Stars remains !ost 
to this day. Ocean ciaimed the development disks were stolen, but 
the programmer eventually revealed his ex-wife had destroyed the 
disks and eliminated months of hard work, 

Bub and Bob had returned to human form (see Bubble Bobble) and 
now had to travel across the Rainbow Islands that were under threat 
from the: rising sea level. This time around they had the ability to 
create a rainbow that could be climbed to get higher up the level, or 2 eit 
shattered to kill enemies underneath. The player had to climb quickly, - - ; - a park Os 
as the islands began to sink and the water level rose. Dead enemies left behind bonus objects, starting with fruit and sweets 
for points. Like Bubble Bobble, there was a structure to which bonus objecis were received, depending on how the player 
was doing. Stars exploded to kill nearby enemies, the cloak of invincibility would be awarded to a really bad player who 
kept dying and the holy book gave the player the wings of an angel to fly upwards. “Crushing” an enemy with. a falling 
rainbow would release a coloured gem, the colour of which depended on where the dying enemy landed (from the left to 
the right of the screen). Collecting the seven colour gems in the correct (rainbow) order released a huge gem and massive 
bonus points. At the end of each island a large boss was present who had to be killed with multiple rainbows. 

Note that the Commodore Format score is from the 1992 budget re-release. 


Shadow/Ofaiihe 


Ocean 


Psygnosis/DMA Design 
(Richard Swinfen, Steve 
Hammond) 


You Climb Down The Ladder Into The Well... 


This was both a surprise and a bonus, the cartridge format making its 
conversion from the Amiga possible and bearable — long multiloads 
would have resulted otherwise, as proven by the pirated disk versions 
that appeared at the time. The soundtrack by Fredrik Segerfalk 
retained so much of its charm, changing pace and mood. Outside 
the castle and the caves, it was difficult to keep track of how 
many levels of parallax scrolling there were, including clouds, trees, 
foreground and background objects. However, because if was an 
accurate conversion most of the flaws of the original's gameplay 
were still present. The difficulty varied wildly, with some parts of the 
game feeling really barren and others swamped with enemies. Finding 
where to go next was also a bit hit and miss, requiring the player to 
draw a map. But with virtually instant loading, delayed only by the 
scene-setting text intermissions, it was one game to come back to - if 
only for the atmosphere. 


Ocean's cartridges used a different format to the official Commodore 
C64GS development kit, but they were compatible. A manufacturing 
error left many of the first cartridges off the production line unable to 
fit into the C64C because the circuit boards were set too far back. 
Hence over the course of a weekend members of the in-house team 
spent hours drilling slots into the cartridge cases. 


TAPE DISK CART! 


> pgs 
a7" 


OCCT 2 


Kidnapped as a child and forced to act as a messenger for the Beast Lord Maletoth, Aarbron witnessed the killing of his 
parents and decided to take revenge. Setting out from the forest, the player must find their way underground to pick up a 
vital key and then infiltrate the fortress itself. The player started with twenty-five hit points, although death was instant if the 
player fell onto spikes. There was a constant assault of enemies, from large bees to giant bomb-dropping dragons. Fighting 
with fists and feet, the player could pick up weapons to tackle the huge guardians until finally, he fought his way to victory 


and freedom. 


4 i) 


jjurrican enh tnt 
Rainbow Arts : x “ ape 


Manfred Trenz, Ramiro Vaca, Stefan 
Hartwig 


Remember: Shoot Or Die! 

Turrican caused the jaws of players and reviewers to drop in 
amazement — just how was this possible on the C64? Large numbers 
of enemies appeared on screen, and the player faced huge foes 
that nearly filled the screen. The background graphics were top 
notch throughout with a great style, including impressive touches 
such as parallax scrolling. The sprites were many and varied, with 
the hero superbly animated. Sound effects were really strong, and “a 4 
after the impressive title tune from Chris HUlsbeck it was a shame that OP Se ES Saat 
there was no in-game music for the platform levels. Finding the route MAAK e wea =———s 
around the maze-like levels to pick up extra power and the numerous rE TRA He ieee © 8887888 : 
hidden lives and diamonds, would keep the player occupied for a Fe Sere ‘ é Sr aneap peal 
long time. 

Manfred Trenz was inspired by the little-known arcade game Oskar, 
and a random name from a telephone directory gave him the title. 
lf was briefly known as Hurrican while in development, which later IA L fie | 
became Turrican. +@| Va ta Brings j 
With an evil alien called Morgul threatening the galaxy, it was up to can | By Sit 

a lone hero in a Turrican armoured suit to save the day. The multi- 
directionally scrolling levels were filled with bonus diamonds, power- 
up blocks and lots of enemies to defeat. These ranged from small in rons oe i ae Stout 
walker droids to huge bosses. Memorable encounters like the metal fi = Papasan rca ama 

fist smashing down to kill the player, or the giant piranha swimming F PFBaT St it Hotel otal lovsl dud) Bs a0345501 
back and forth, were dealt with using the suit's impressive weaponry. 

The main gun could be enhanced to give three-way fire or a much stronger laser. The lightning beam, created by holding 
down fire, could be swung three hundred and sixty degrees around the player to destroy obstacles and reveal hidden 
power-ups. To speed up exploration, Turrican could turn into a spiky gyroscope, but its use was limited fo just three times per 
life, The suit's powerful grenades detonated on contact, and the energy barrier swept out from the player in both directions 
to kill enemies, but both were limited in number until more icons were picked up. There was also a fast-moving shoot 'em up 
section, with Turrican sirapping on a jetpack for two vertically scrolling levels. 

Note that the Commodore Format score is from the 1992 budget re-release. 
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UW Football TAPED DISKWZ CARTE 


Cinemaware / Mirrorsoft 


Alien Technology Group (Daniel Lucas, a 
Craig Seastrom, John Cutter, Larry Garner, 
Ken Hard, Jim Simmons) 


Rugby For Girls... 


Cinemaware's TV Sports series brought great presentation anda wealth 
of managemeni options to their 16-bit incarnations. A C64 version may 
have seemed unlikely but Alien Technology Group really pulled it off. 
Music and sound effects really were great, and the presentation was 
top notch, including‘a TV presenter and the cain toss. It was a shame 
that the two teams were always shown in red and blue, despite the 
option to. choose from all the NFL teams of the day. Over time it did : : 
become easy to find the tactics that could defeat the Computer [puss {imtnsin dams Se ae ee 
player, but a head-to-head game with a real player provided a tough “This puta the chronic Atari ST version ta shame... the moet 


battle for victory. The menu system was easy. to use and the in-game : ae ye 
: = perfect conversion of the sport any existing gridiron fan could 
controls. were simple yet worked surprisingly well. hope for” — ZZAP 64, May 1990 


There was a clutch of American football titles out on the Commodore awe 
64 at the same time. Monday Night Football featured digitised speech, * 
while John Madden Football (named after the former player and 
coach who. has since become famous as a commentator) was the 
first of a highly-successfu! franchise for Electronic Arts that is still running 
all these years later... 

In TV Sports Football, the player could choose to practise, play anf 
exhibition game or compete in a whole season of games although 
sensibly, progress in a season could be saved to continue later. After 
the introduction from the TV studio, the coin was flipped and the kick- £ 
off was made. Plays were selected from a series of menus by joystick 
and the field appeared with the formations in place. Pressing fire snapped the ball fo the quarterback and the play was 
underway. The player could take contro! of any offensive or defensive player except the two “lines”; this let the player 
concentrate on running and catching, or trying to stop the opponent. The quarterback was rotated to aim towards a receiver 
and the ball thrown, with control switching to the receiver. Defensive players could choose to blitz the quarterback or play 
man-to-man to stop the pass. Field goals and conversions after a touchdown were shown in a 3D kicking sequence, the 
player stopping two moving lines over a diagram of the football to set height and direction. 


T: C64GS failed to sell in huge numbers and the anticipated flood of cartridge games 
did not materialise. It looked overpriced compared to the Nintendo Entertainment 
System, which continued to sell well with titles including Teenage Mutant Hero Turtles. 
Sega's 16-bit Megadrive also began to take a large share of the market with its arcade- 
quality titles. Commodore eventually scrapped the unsold consoles and put the chips 
into the standard C64C. 


“he C64C package at the time included a cartridge containing Terminator 2 from 
Ocean, a paint program called Image System and a music program called Modern 
Music Maker - a re-branded version of Ubik’s Music by Firebird. Including the cartridge 
rather than a tape deck was seen as a good move for retailers, who were worried about 
the reliability of tape and the long term losses from piracy; cartridges represented less 
trouble for them. Also bundied with the new machine in the UK was a special promotional 
edition of Commodore Format, with playing tips for Terminator 2. 


nother one bit the dust: YC, the magazine formerly known as Your Commodore, 
rAclosed after eighty-two issues. Some of the staff went on to work for the short- 
lived Commodore Power. 


dd-ons launched this year included the SID Symphony cartridge from CMD, adding 

Pa second SID chip and giving the machine six sound channels, and the TIB drive. 

This 3.5” device plugged into the cartridge port and came with a compilation of games, 

but software companies failed to support the new format. Rumours persisted about 

the launch of the C65, but Commodore instead concentrated on developing new Amiga 
models. 


Battle Command TAPE! DISK! CART! 


Ocean 
Realtime Software (Steve Caslin) 


Battle Stations! 


The cartridge format made it possible for Ocean and Realtime 
Software to convert their Amiga game to the humble Cé4, with the 
extra memory allowing large look-up tables to speed up the filled 
3D graphics, Presentation was excellent, with the detailed briefing 
screens and the weapons to be chosen spinning in 3D. One of the 
most impressive moments was using the TV-guided missile, the camera 
following the missile to its target. A password system was a sensible 
addition, letting the player come back to a later level and tackle the 
missions in whichever order they liked. In game the graphics were 
very effective, with only occasional slowdown when things got busy. 
Sound was not too bad, featuring some nice tunes by Jonathan Dunn. 
The only things missing from the Amiga version were a couple of the 
weapons, which the programmers added as “toys”, as they were not 
essential to complete the game. 


Battle Command was one of the few games to make use of the 
Annihilator Joystick's second button, which activated a pointer for ; Biativs eo” 
switching systems on and off, and for accessing features like the map. 
Of course, C64 users without the joystick had to use keys instead to 
select the extra weapons. 


In Battle Command, the player took control of a hi-tech futuristic tank, 
dropped from the air behind enemy lines. Before the mission started, ——— 3 
the player could choose which weapons fo put into the four available CD ae Ea 
slots, These included camera-guided missiles, the main cannon and 

mortars, amongst others, Defensively the tank could carry flares to distract missiles and the SLAM laser. Once the mission was 

under way, the player used the radar screen and the map to navigate to the target and to engage (or evade) enemies. To 

help the player see what was going on, the tank came equipped with binoculars (allowing the player to zoom in for a closer 

look) and a night-sight for operating after dark. Each of the seven missions had a different objective, such as destroying a 
hidden base or recovering a fallen satellite. Once the primary objective was achieved, the player had to reach a pick-up 

zone and activate a beacon for the heli-carrier to return and pick them up. There was a tough final mission for any driver 
talented enough to complete the first seven. 


73 


~. club. To prove his worth, Melinda had challenged Chip to solve over 


Chip?s)Challenge TAPE! DISK! CARTE 
US Gold é ~~ ss 
Epyx (conversion by Im- OFE ° a 


ages Software - Tom Pin- 3 
nock, Steve Bedser, Chris Edwards, Neil Crossley) 


Socket To Them... 


Epyx's great puzzie game kicked off with a nicely animated sequence 
of chips falling into a motherboard, but it was a shame the in-game 
graphics were not as good. Colour schemes were quite gaudy and 
Chip himself was only a small sprite with limited animation. But it all 
worked well in the context of the game's style. Sound included a 
pleasant title tune and a few spot effects. But the most important 
thing was the gameplay, and it was a real challenge. With 144 levels 
to get through, and a password system to let the player get deeper 


into the game, there was a lot of long-term play in the game. “ Tels devious ceaions ate mely challenging to 
Chuck Somerville of Epyx originally developed Chip's Challenge for and i a gg i — Commodore Format, March 1991 
the Atari Lynx handheld. RJ Mical, who was part of the Amiga design 
team at Commodore, and his colleagues had created the portable 
games machine (originally known as the Handy, and based on Amiga 
hardware) at Epyx, and then sold the rights to Jack Tramiel’s Atari. 
Having left Epyx, Mical helped Cinemaware with their earliest titles 
(including Defender of the Crown). 


The story behind this game was simple: love. Chip had fallen in love 
with Melinda the Mental Marvel, a good-looking girl from his computer 


one hundred puzzles. On each level, Chip had to collect enough 
computer chips to pass through the socket exit before time ran out. There were pon eat different types of terrain and Chip 
could collect items to help him - spiked boots let him walk on ice rather than slide helplessly, shields protected him against 
fire and he could push dirt to cover gaps filled with water; Chip then had to walk on the dirt to “firm” it into a floor tile he 
could cross. There were other blocks that hid chips underneath, and blocks that had to be pushed out of the way to let Chip 
pass, but it was all too easy to push the wrong biock in the wrong direction. Coloured keys opened the corresponding door, 
switches changed the level layout and teleporters moved him to different sections of the level. Enemies included deadly ants 
and bombs that killed Chip on contact, and sticky floors that held him while time ran down, 


CI2s ElephantyAntics TAPEW! DISK) CARTE 


Codemasters 
Genesis Software (Ashley We Cc | 
Hogg, Dave Clarke, Jona- ual / 


than Smyth) 


CJ The Elephant Packed His Trunk... 


This budget hit was a bolt from the blue which succeeded with very 
little publicity. A neat animated intro sequence gave way to a great 
game, The graphics were really cute, with nicely drawn sprites and Sern am ; 
great backgrounds, and there was some tuneful music accompanying === “ 

the action. The gameplay was the real highlight, whether in one or PRPP PPP PPP PPP PPP rrr 
two player mode, though if the second player fell behind, he would sb papa ; apeayes 9 no 
be placed back on screen near the other elephant. Control was well :) #1000170 i < i Ps 100000. at 
implemented, letting the player make accurate jumps. ; ary 


As part of Choice Software, the programmers of this game had am 1 

been working on a conversion of The New Zealand Story for Ocean. a ap ete abey eg ty pss pote an yi mg me 
They were also working on the C64 version of Beach Volley, which “2 tam hoo Be GEE b Ape 
had originally been a hit on Amiga with its cartoon sprites, but it was 
never officially released. When Choice closed and Ocean took the 
conversion in-house, the boys used what they had learned about the 
platform genre and put it into a new title - CJ's Elephant Antics. There 
was a sequel called CJ in the USA, but the third game (CJ in Space) 
was cancelled. 


This game started with the eponymous elephant, CJ escaping from lm ee rs ee 
his crate aboard an aeroplane and parachuting to safety with an nN ry Sy ch 5 ate -j ay 
umbrella, to land in France. He had to make his way home across four |\)s=*=.iles Atom 69 809 Pet Ot 00 Sov erneerigme 
levels, jumping around platforms and defeating enemies. CJ started 

in Paris, fought the Hunchback of Notre Dame, made his way across Switzerland, explored a pyramid in Egypt and then 
travelled through the jungle to eventually reach his home and family. To defeat the enemies, CJ fired peanuts from his trunk 
or picked up bombs. Enemies also dropped fruit for bonus points and the occasional flashing pill that offered a limited period 
of invulnerability. At the end of each level there was a large enemy to defeat, such as the Hunchback climbing the bell rope 
and the Abominable Snowman in Switzerland. In between levels there was a short horizontally scrolling bonus section, with 
the elephants riding on their bikes and jumping over spikes to catch balloons. Touching a spike ended the bonus round. 
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Exile TAPEW®! DISKi) CARTES 


Audiogenic 


Jeremy Smith, Peter Irvin, Herman <* 
Serrano, Paul Docherty 


In A Galaxy Far, Far Away... 


Exile started out as a BBC Micro masterpiece and it translated well 
to the C64. Presentation was very good, as were the graphics, with 
the main sprite being particularly impressively animated. Background 
scrolling was smooth and there was plenty of detail. Sound was sparse, 
limited to some suitable spot effects such as the chattering of the 
monkeys. Another interesting touch was the fact the player could not eee 
die, although it was the "physics engine” that was the real star of the - ™ 
game, giving every object a weight and making momentum critical. = EX ITE * 


aSou. 
Jeremy Smith and Peter Irvin developed the game on the BBC Micro io rGo:oa Tis 
first in 1988 and handled the C64 conversion themselves, with new ‘am le ad pp 
graphics by Audiogenic's artist Herman Serrano. Dokk (a.k.a. Paul eee soorst -enaigh uly 1991 fuses. WE as 5 ” 
Docherty) supplied the impressive title screen. Amazingly, the complex 2 ihe 


programming means that there has yet to be.a fully working cracked 
“a oe 
f / a , . ? 
== lies ~ — 


at 


i “| > 


version of the game, although the password protection (with the 
passwords listed on the edges of the game's box) has been broken. 

In Exile, the bad guy Triax struck within seconds.of the game starting, 
stealing a vital component from the player's ship. Setting off on his 
jetpack, the player had to make his way down into the planet and 
investigate. Among the first objects encountered was a grenade, 
which could be thrown or dropped and would explode after a 
delay of a few seconds. However the corridors of the planet held 
many hazards — a nest of space wasps, large cow-like creatures and 


+. 
f 
| 
eeeaa Le 


automated guns. The spacesuit the player was wearing also had a neat trick up its sleeve — a personal teleporter. When the 
suit energy was. drained, the teleport was automatically activated to take the player to safety. Up to four different positions 
could be memorised, allowing the player to solve some of the complex puzzles by teleporting at the right moment. The player 
also had to manage their energy levels carefully, distributing them between the suit and its weapons. Water and fire played 
a vital part in the game - e.g. an early puzzle involved moving a flask full of water to put out a fire. The player could find more 
powerful guns to deal with the robots and other enemies, blow up explosive rocks, control a pet robot by whistling and find 
their way deeper into the planet to discover the secrets of its depths — and the missing ship. component... 


Gauntlets: TAPE DISK! CARTE 
US Gold SaaS 


Software Creations (Martin How- & J 
arth, Martin Holland, Haydn Dalton) © 


Wizard Is About To Die... 


After converting the coin-op versions of Gauntlet and Gauntlet 2 (and 
adding the Deeper Dungeons add-on tape to give more levels for the 
original), US Gold approached Software Creations with the idea for 
a brand new installment in the series. The end result looked fantastic, 
with smooth scrolling isometric backdrops full of excellent detail. The 
sprites were very impressive too, well animated and full of character. It 
played like an isometric version of Gauntlet too, with swarms of enemies 
and keys to find. At times it felt a little slow, but that was a small price 
to pay. A great soundtrack by Tim and Geoff Follin completed the 
overall package. 

The game was subtitled The Final Quest, but there was an Atari Lynx 
game called Gauntlet: The Third Encounter (which was originally 
developed under a different name, and then renamed to benefit 
from the Gauntlet association). Gauntlet 3 was heavily delayed in 
development, with stories of US Gold having problems getting the final 
game off the development hardware and the programmer falling ill - 
but in truth Martin Howarth was fired by Software Creations before the 
game was finished. The magazine reviews were probably based on 
a pre-production version, or a demonstration carried out at US Gold. 
Despite assurances it would be released on the Kixx budget label, it 
never made the shops. However a few duplicated copies, complete 
with a full box, have found their way into the hands of collectors. Biase: ig 


In Gauntlet 3, the players chose from a roster of eight characters. Four were 2 familiar from the early Gauntlet c games — acc the 
Valkyrie, Thor the Warrior, Questor the Elf and Merlin the Wizard. The new characters were Petras the Rockman, Blizzard the 
Iceman, Neptune the Merman and Dracolis the Lizardman, each of which had their own unique weapon. The original games 
featured only dungeons, but in this game the terrain was varied. Starting in a graveyard, the player made their way through 
a church, the grasslands, woods, a castle and rock-filled areas. On each level the player had to make their way through the 
maze, finding treasure and food, defeating the enemies and the generators that spawned them. Switches and keys opened 
the exit door, and the player could also pick up magic potions that acted as. a smart bomb, killing everything on screen. 


SSanesss CREDITS 5h 
“If only coin-ops were this ambitious! State-of the-art 3D, mas- 
terpiece backdrops and good gameplay make this a true classic” 
— ZZAP 64, June 1991 
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Outrun Europa TAPEW®! DISK! CARTES 
US Gold/Sega 


Probe (Neil Coxhead, Neil Young, i sen | Care. ae & 7,2 


MAK Computer Grafix, Drew 


Northcott) 7 S72 a, J 7 
Penalty For Improper Parking, £50 i 


Part Chase HQ, part Outrun, this was a fast-moving race game. * 33 ink eat ee 
Presentation was excellent, with cut scenes between the levels 
advancing the plot as the game progressed. The 3D effect was better 
than in Turbo Outrun, with huge side graphics flashing past and some = 
great sprites. The way the colours dimmed as the vehicles entered ; oleate 
a tunnel or went under a bridge was an effective touch. Jeroen Tel 
provided the soundtrack, with a great tune for each level. The variety 

of vehicles added to the playability, but with some tight time limits, this 


game took some beating. r iF 
There is some rather interesting history behind this, with US Gold starting lene - Commadot hae . i also fase and 


work on a game called Outrun Europe shortly after they released the 
conversion of the original coin-op. It was advertised and previewed 
in various computer magazines at the time. But after US Gold got the 
rights to Turbo Outrun, development of Outrun Europe was cancelled. 
Probe’'s successful conversion of Turbo Outrun prompted US Gold to 
rethink their approach, with the name altered to become Outrun 
Europa. Also vying with Outrun Europa for attention on the shop shelves 
was System 3's Turbocharge, created by Chris Butler and featuring 
a similar plot and impressive 3D graphics as the secret agent's car 
raced from country to country. 

In Outrun Europa, the player took on the role a spy who had lost a briefcase full of secret documents and his Ferrari to rival 
agents. To get them back he acquired various forms of transport to chase his quarry all the way across Europe. First up was 
a motorbike, taking the player from Londen down to the white cliffs of Dover. Next it was onto a jet ski (armed with missiles 
to shoot down helicopters) to cross the Channel, and continue the pursuit through France and Spain in a Porsche. Having 
recovered his Ferrari, the spy then went on to Austria, recovered the documents and raced to Berlin. Throughout the journey 
a limited boost facility (increased by picking up yellow canisters) gave him the speed to get away from the police. Getting 
caught or failing to reach the end of the level in time meant the player had to use one of three credits to continue the game. 
Running out of credits (or choosing not to continue) saw the agent arrested and thrown in jail. 


Pang TAPES! DISKS CARTE! 


Arc Developments (Richard Under- é an 
hill, Paul Walker, Paul Tonge) (ode 


Bursting With Fun... 


The Cé4 version of Pang was a great conversion of a fun arcade 
game (known as Buster Bros. in the US, and the slightly rude sounding 
Pomping World in Japan), and with the instant loading of cartridge it 
was worth playing. The backgrounds were very impressive, with many 
world landmarks easy to recognise (such as the Taj Mahal and Ayres 
Rock — which is now known by its Aboriginal name of Uluru). The main “iy gheiebaiaiel BT NUE 
sprite was detailed and there could be a lot of bouncing bubbles on SSi36 SIAGE S-1G FIRE TO JOIN 
screen with little or no flicker. Music Was good, with a jolly main theme SESH SORES |OSS 58 

and good sound effects. Control was spot on and the presentation 
was topped with the world map. All in all it was a good release from 
Ocean. 


Commodore Format's Simon Forrester was sadly misinformed when he 
wrote in the issue thirty-nine "What! want for Christmas” article, “Pang— 
Okay, soit never appeared on the C64, but it is a really funky game..." 
Which was ironic, because Commodore Format had reviewed it in 
issue five. The title music was a SID cover version of the syrupy Puff the 
Magic Dragon, originally by Peter, Paul and Mary. 


In Pang, it was the job of the piayer to travel around the world, bursting 
giant bubbles with a hook on a cable before the time ran out. If the 
bubbles collided with the player, a life was lost. In a-similar fashion to 
rocks in the arcade game Asteroids, the bubbles would split in half 
repeatedly when hit, getting smaller until they reached the smallest size, whereupon the next hit would destroy them. Bonus 
objects such as fruit and power-ups were dropped by the burst bubbles or appeared from the sky. The power-ups included a 
fasi-firing Vulcan gun, a harpoon that stuck to the ceiling to forma bubble-destroying barrier and the twin cable which fired 
out two cables instead of one. The shield was useful against accidental bubble collisions, the clock froze the bubbles for a 
short time, while the dynamite split ail the bubbles on screen into their smallest size. Meanwhile, enemies flew onto the screen 
and could be killed for bonus points. When two waves of bubbles were destroyed on one backdrop, the player would fly onto 
the next area of the world. The screens often contained ladders and platforms, with some platforms able to be destroyed by 
the cable. 


a 
Se Se 


“Tt’s very fast, very playable and very ‘one-more-go-ish” 
— Commodore Format, January 1991 
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ihe Game we DISKIZ! CARTS 


Konami 
Konami USA (Tamas Kovacs, Miklos Tihor) 


Ay Carumba! 


Ocean published The Simpsons - Bart vs. the Space Mutants based 
on the NES game, but this game was actually a conversion of the 
successful arcade game by Konami: The intro. sequence was superb, 
with short animated sections based on the cartoon's titles along with 
screen-high portraits of the characters. Graphics in the game. were 
good, capturing the flavour of the coin-op and the original cartoon. 
Another nice touch was Bongo the Rabbit (from Matt Groening’s Life in 
Hell cartoons) introducing each level. There were so many little details 
to please fans of the TV series. Gameplay did become repetitive, since 
it was just a case of repeatedly bashing fire to beat up the enemies, 
but the large bosses added to the variety. 


Sadly, this conversion of the Konami four-player coin-op was never 
released in Europe. Other Konami games that failed to make it over 
the Atlantic included Castlevania and Metal Gear. This latter game 
was of course the first in the legendary series from Hideo Kojima, and 
featured so many. of the elements found in later games — the need 
for stealth, the Codec radio and Snake's cigarettes in the inventory 
screen. 


In this game, the Simpsons were on a shopping trip in Springfield when 
an accident happened. A criminal gang headed by Smithers had 
broken into the jewellers to steal a large diamond, and as they ran out ~~~ 
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‘Smashulhv, TAPE! DISKS! CARTS 


Ocean Ame 
Nick Jones, Lee Ames, Neil Young x 


Total Carnage — | Love It! 


This was a fantastic conversion and sadly Nick Jones’ last title for the 
C64. The swarms of enemies were unleashed at a high pace and it 
was a tough challenge to get through all three levels without using all 
the lives and continues. Best of all the main game was a single load 
(after the impressive introduction) keeping up the pace of the game 
nicely. The sprites were excellent, capturing the flavour of the original 
and were well animated. The large end-of-level guardians moved well 
and exploded in a huge shower of pieces. Sound included some good 
tunes by Jeroen Tel and strong sound effects. One nice touch was the 
“two joystick” control method to match the arcade original. 


The legendary Eugene Jarvis was one of the developers of Smash ® 5 

TV, inspired partly by his earlier classic Robotron 2084 and the Arnold ae agli & carp ga — Lee 
Schwarzenegger film The Running Man which featured a futuristic Oseae managed to get Be ere 
game-show in which players literally ran for their lives. The original 
arcade game also had something missing — the fabled Pleasure Dome, 
supposedly opened by collecting the keys that appeared during the 
game (and there was no Pleasure Dome in the conversion either). 


Smash TV started with the player being ushered into the maze-like TV 
studio, shortly before the doors opened to let in wave after wave of 
enemies. These included fat men with dynamite strapped to. them, 
thugs armed with baseball bats and fast-moving one-man tanks. The 
player also had to watch out for mines on the arena floor and the 
men using cannons on the arena walls. Killing the enemies meant they 


dropped prizes such. as VCRs and other consumer goods, with piles of cash appearing randomly which the player could 
collect for more points. Weapons regularly appeared on the floor, letting the player upgrade fo 3-way shots, explosive orbs 
or crowd-killing missiles. A shield and an orbiting drone (which doubled the player's firepower with certain weapons) were 
also available. Once all the enemies were killed, the player chose their route by leaving via the open doors. There were 
prize rooms to discover, filled with extra goodies. At the end of each of the three studios lurked a large boss who had to be 
defeated with multiple shots. Completing a studio saw the player awarded massive bonus points for the prizes and cash they 
had collected. 


SolarJetman 
“Games That Weren’t” 


Storm/Software Creations (John Buckley, Haydn 
Dalton) 


Walking On The Sun... 


The C64 version of Solar Jetman is a game that never made it to the 
shop shelves. Converted from the NES game (developed for Rare by 
the Pickford Brothers), Frank Gasking of Games That Weren't tracked 
down the original programming team and asked if they still had the 
disks. As luck would have it, a master disk was found with the complete 
game. It is listed here under the copyright date when the original NES 
game was released and in theory when the Cé4 version would have 
been released. It played a lot like Thrust, but here the backgrounds 
are much more detailed and scrolled smoothly. The main ship was 
nicely done, as was the tiny Jetman. Presentation was good and the 
sound by Geoff Follin fitted the bill. The slight bugbear with the contro! 
method was that up was used to fire the gun, and the fire button was 
used fo thrust, but it did become easier with time. 

Solar Jetman was developed as a sequel to the earlier Ultimate Jetman 
games — Jetpac (their first ever game for the ZX Spectrum) and Lunar 
Jetman. There were no official conversions of these to the Commodore 
64, although graphics from an early version of Lunar Jetman (by Martin 
Galway, no less) can be downloaded from www.gtwé4.co.uk — along 
with the full version of Solar Jetman. A ZX Spectrum version is also 
reputed to have been completed, but has not yet been found. 
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In this game, the player controlled Jetman in his space ship, searching a series of planets for the missing parts of the Golden 
Warpship. Starting out in a small probe the player explored the caverns of the planet looking for rocket fuel to blast off to the 
next planet. Static guns on the cavern walls and moving ships attacked the player. If the probe took too much damage from 
Collisions and enemy fire, the player had to escape on his jetpack to get back to the launchpad and a spare ship. Around 
the levels were upgrades for the ship, such as shields (toggled on and off by pressing down), and when an object was found, 
it could be towed back to the landing platform. in a tight spot, the player could decide to release the towrope to escape 
enemy fire or activate shields, then pick up the object again after the situation eased. Teleporters would transport the probe 
(or Jetman) between sections of the level. Once the Warpship part was found and the rocket fuel acquired, the player could 
blast off to the next planet. In between planets, it was possible to spend crystals on upgrading the ship. 


Speed ball 72 | TAPE DISK®! CARTES 


Image Works Kye 
Carl Muller, Alan Tomkins Y i y 


Brutal Deluxe! 
After the success of the original game, hopes were high for the sequel 
and thankfully it did not disappoint. After a great introductory sequence, 
the main game was a single load, and yet still retained the cut scenes 
between matches. These were well drawn, as were the management 
screens with the icon-driven interface. Out on the pitch it did not have 
the metallic sheen of the 16-bit games, but the sprites moved fast and 
the screen scrolled smoothly. There was no room for the over-the-top 
sampled speech of the 16-bit versions, but Martin Walker provided 7a 
some good sound effects and a great title tune. 
New Zealander Carl Muller worked on the UK version of Teenage {=== 
Mutant Hero Turtles with Nick Pelling, converting the multiload disk 


first titles to Use sprites in the border back in 1985. The Speedball series 
has proved enduringly popular, and in spite of suffering some awful 
updates (such as Speedball 2100 for the PlayStation) has met some 
success with its online version for the Xbox 360. A new Speedball game, 
Speedball Tournament, is slated for release in late 2007 on the PC via & 
Valve's Steam online distribution platform. | 
The story behind this game informed the player that the Speedball § 
League had expanded and improved the pitches in 2100, adding new 
features and tweaking the rules to make the game more exciting. These 
included the score multiplier, which could be changed by shooting the 
ball up its spiral ramp. Stars on the arena wall could be lit for more bonus points, and the bounce domes also added to the 
player's score. The electrobounce gave the ball an electric charge that could be used to tackle and injure an opponent, 
while the warp gates sent the ball to the opposite side of the arena. Of course, despite all the extra features, the real aim was 
to score goals past the other team, Pick-ups appeared on the pitch in three forms. Letter icons had an immediate effect, such 
as slowing down the opposition. Extra equipment boosted the players’ attributes, and coins could be collected to spend after 
the match. The management screens included lots of options, such as buying in new players, buying equipment and seeing 
whom the team had to play next. 
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Virgin Mastertronic Py. 
Nick Jo » Hugh Ril David ; 
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Thy Will Be Done... 


The Amiga was home to many great strategy games some of which 
made it back to the C64. Supremacy was one of these — a fantastic 
conversion put together by Probe. The presentation was outstanding, 
from the easy to use icon-driven interface to the large static pictures. 
Best of all had to be the macabre death sequence, with the player 
(or the enemy) being vaporised. Sound included some simple effects 
and great tunes by Jeroen Tel. 

Supremacy was released as Overlordin the USA, and a NES conversion 
was also made under that name. 

In Supremacy, the player took charge of a planet that was attempting : tyrannical power makes Suprem: 
to colonise an area of the galaxy. At the other end of the galaxy waited around” — ZZAP 64, i reed 
an enemy; the four different types also determining the difficulty of a 
the game. The game was played via an icon-driven interface. Credits 
were earned from setting the tax levels (with a high rate discouraging 
population growth and therefore reducing tax income in the long 
term). Training soldiers was done by selecting the type of armour and 
weapon to give the platoon, with better equipment costing more. = E crs © c 4 
Troops were recruited from the civilian population and organised into { pm Bear aay EE ee PE ret 
platoons. Buying ships and vehicles also played a major part in the sae 

game. The most important was the Atmosphere Processor, used to 
terraform planets and make them habitable for human life. The type Bs ae iets i 
of planet also affected the colony's production, with volcanic planets giving more minera ICC sts giving more 
food, desert planets ideal for solar energy production and metropolitan planets paying more tax. Horticultural units provided 


much needed food, while mining domes produced fuel and minerals. Cargo ships moved goods and people around the 
galaxy. Solar satellites generated all-important energy, and troop ships transported the platoons to a battle. Meanwhile 
the opponent was doing the same, building colonies and preparing troops. When forces from both sides were on the same 
planet, the action switched to the battle screen where the aggression level of the troops could be set, and the data showed 
who was winning or losing the fight. Random events affected the flow of the game, such as a new hybrid plant increasing 
food production. The ultimate aim was to conquer and then vaporise the enemy's home planet. 


Tunrican 72 TAPE®! DISK! CARTE 


Rainbow Arts 


Manfred Trenz, Andreas 
Escher 


Big Is Beautiful! 


Turrican 2 was bigger and better than the original Turrican, with 
some great new features, although it was perhaps a touch easier. 
Backgrounds had even more detail and colour than the original, 
they scrolled smoothly and the maps were even bigger. But it was the 
huge enemies, such as the two-screen high Batwing, the Giant Walker 
and the huge Machine itself that really stood out. Music from Markus 
Siebold and Stefan Hartwig was once again superb with some great 
tunes and gripping sound effects, The control method remained slick 
and accurate, letting the player make huge jumps with confidence. 
The Turrican games also appeared on the Amiga and Atari ST, with “Turrican 2 is proof positive you can teach an old C64 new 
the Super Turrican games on the SNES expanding on the game with tick.” — Commodore Format, March 1991 
a Bionic Commando style grappling arm. This also featured in the i= phic mal = 
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Rainbow Arts-developed Turrican 3 for Amiga. Sadly a long-planned 
excursion into 3D for the PC was never finished, although there was an 
unofficial sequel for the C64, also called Turrican 3, released in 2004 
by Smash Designs. Interestingly, the Amiga version of Turrican 2 was 
completed by Factor § before the C64 version, even though Trenz has 
stated that the latter was the original design. 

After defeating Morgul in the original game, the new threat in this [3 
game was from The Machine. Donning the Turrican suit, the player had ARE 
fo fight through more mazes and planets to reach the final showdown. | ---4 
There were more large bosses fo fight, plus the retum of the cute Walkers that could be squashed by jumping on them. New 
for the sequel were three stages with a fast-flying spaceship. The first was a rapid horizontal scroller, then the forced scrolling 
maze with many tight gaps to squeeze through, and then finally another horizontal level. New features included unlimited use 
of the gyroscope mode (which could be used to drop mines) and a screen-filling Super Weapon (set off by holding down fire 
and pressing space). There were no grenades this time, but the main weapons remained familiar — the three-way shots, the 
laser and the bouncing bullets. The lightning gun also made a retum, with the player holding down fire to rotate it around as 
before. Collecting diamonds and finding power-ups in hidden blocks was also on the agenda. Reaching The Machine was a 
very tough task, and the last level saw the player flying vertically up to take on the giant final enemy... 
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full price released. _ labels such as Hit Squad and | 
~ however took the majority of the sales with re-releases of classic titles and more 
_ recent games. The time delay between a full price release and the budget version — 
3 was reid decreasing with Ocean's games ending up on Hit Squad within a few 
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Bully:stSporting ETA ss __ TAPE DISK CARTES 
Alternative ea oy es] a i 

Stephen Walters ae F . 

You Get Nothing In This Game 


A Bed... 


Stephen Walters produced two other great games based on pub 
entertainment — American 3D Pool and Championship 3D Snooker. 
The graphics in Bully's Sporting Darts were fairly rudimentary but 
portrayed the actual dartboard and the player's hand well. The 
sound effects were also very basic, but did suit the game. Computer 
Al was weak at fhe lowest levels, often missing a lot of shots, so a 
human opponent was recommended to get the best out of it. With 
the variety of games on offer, it was a lot of fun. 


This game was based around a British institution — Bully, the animated “Not just a darts game... Bully’s hits the mark” 
bovine star of the TV game show Bullseye. In that game contestants — Commodore Format, December 1992 
earned money and prizes by throwing darts at a special board a hn 
and Bully would make brief appearances over the image of the i 
contestants (for example, to signal that their time to answer a question 
was over). Domark/TV Games did produce a conversion of the TV 
show as a whole, but that failed to sell well. Another fun darts game 
was Wacky Darts by Codemasters, featuring some funny characters 
throwing axes and lightning bolts at the board, and used a similar 
control method to Bully’s. 


The dartboard was used to play a variety of sports, as well as the 
standard 501 and round-the-clock games. The rules for each game 
made clever use of the dartboard to represent how the “sport” was played. Tennis saw the server hitting doubles and the 
other player returning with trebles. Football was played on half the board, with a successful hit on the lit sector moving the 
ball closer to the goal. Cricket had one player scoring runs by hitting points while the bowler aimed for the bullseye to take 
wickets. Each hole of Golf was completed by putting three darts into the right sector, doubles and trebles counting as bonus 
strokes (so hitting the treble was equivalent to scoring a hole in one). Finally, a frame of Snooker was represented by the 
numbers 1-15 as reds and 16-20 as the colours (with the bullseye as black). Like the real game, a break had to be made by 
potting a red first and then a colour. 


ee er, ST. ae 


For Two In 


ChucksRock 


Genias AS 
Core Design & Genias (Luca Zarri, * 
Marco Corraza, Andrea Paselli, 
Paolo Predonzani) 


Rock And Roll Star! 


Chuck Rock made the leap from Amiga to C64 very well, right from 
the neat introductory sequence with the “rock” band playing. an 
excellent tune. The various dinosaur opponents were very well drawn 
and animated, retaining the cute look, particularly the big end-of- 
level creatures. Backgrounds were slightly disappointing compared to 
the sprites, but scrolling was smooth, and the different areas kept their 
themes and major features from the 16-bit version. Most importantly 
the gameplay was intact, from Chuck's belly-butt to the comical 
ways he moved around. It could be slightly frustrating when a tricky 
jump had to be repeated, but on the whole the control was accurate 
enough. li did not challenge an experienced player, but it was good 
fun while it lasted. 


Genias were an Italian software company, best known for their sports 
games such as the beach volleyball simulation, Over the Net. Sadly, 
Chuck Rock on the Cé4 got a very limited release outside of Europe, 
making an original tape or disk very hard to find. Chuck Rock spawned 
a sequel that never made it to the C64, based around his son. 


In Chuck Rock, the stage was set by the evil Gary Gritta kidnapping 
Chuck's girlfriend Ophelia, obliging him to set out to save her. Each 
large level featured many hazards from fire and water, fo monkeys 


throwing rocks and dinosaur droppings to avoid. Chuck could retaliate wi 
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all over too quickly” - Commodore Format, June 1992 


th a mighty kick, or used his large stomach to belly- 


butt the smaller dinosaurs. Every now and then Chuck would need the help of the creatures on the level — dropping a rock 
on a crocodile catapulted Chuck upwards, he could hitch a ride on the back of a brontosaur across water, or get carried 
across a gap by a friendly pterosaur. At the end of some sections, Chuck faced a much larger dinosaur that had to be killed 
by throwing rocks at it. Food could be collected to restore energy; this was shown as a heart that decreased in size as Chuck 
took hits from the enemies and hazards. When the heart was empty, he lost a life. Chuck moved through the jungle, volcanic 
caves and the icy wastelands before defeating Gary and getting back his girl. 


Creaturesy2: TAPEW DISKI®! CART 
ra! a = 


Thalamus 


Apex Computer Productions (John 
& Steve Rowlands, Andy Roberts) 


This Time, It’s Personal... 

Clyde Radcliffe was back and this time with more torture devices 
than ever to defeat. Once again the fluffy creatures, gory blood and 
excellent backdrops returned, along with another serving of cute 
music. The difficulty level was even higher than the original, and the 
iskand-hopping sub-game was particularly tricky. Part of the fun was 
working out how to: complete the torture screens. Indeed the urge to 
see the next level could be dampened by the trickier moments, but eS en . =>: -s 
fans of the original loved it as more of the same, Se ae 
A diary chronicling the progress of Creatures 2 started in ZZAP 64 @@ 
before transferring over to Commodore Format for completion. There 
were also two different demos released, one featuring the intermission 
game and one featuring a torture screen. 


In Creatures 2, Clyde's children had been kidnapped by the nasty 
demons.and taken to three different islands. Each island was split into 
three types of stage. First came a torture screen, similar to the devious 
puzzles of the original. Here Clyde had to save a kid from the Acme 
torture device by using whatever was on screen; giant snowballs, a 
box of bird seed, balloons filled with water and soon, Defeating certain Pam 
enemies would reveal a potion to give Clyde an extra weapon, often |CRE, i 
needed to complete the screen. After the torture screen was the |YourdaTfeuauz .-, 
Intermission game, where a demon threw Fuzzies off the ledge at the 
right, and Clyde and his buddy had to use a trampoline to bounce each one over to the ledge on the left of the screen and 

safety. Bonus coins could be collected here, but care had to be taken to avoid the Snatcher demon flying overhead. Each 

iskand had two torture screens and two intermission games before the “demon” level. Here Clyde had to kick the green blobs ao 
into the vacuum pipes to fire them at the demon flying overhead. As the demon moved in a pattern, Clyde had to alter 

which of three levels of exit pipe the blobs were fired from. Having destroyed three demons, Clyde then had to swim to the 

next island carrying the two rescued kids, one at a time. Clyde could dive under the water to avoid the enemies, but the kid 

had to stay on the surface and could only tread water for a short time before drowning. Throughout the levels bonus coins 
appeared, and collecting them filled in another letter of the word BONUS. Upon completion, Clyde earned an extra life. 
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“An essential addition to your collection... Gorgeously gruesome 
graphics” — Commodore Format, February 1992 


First\Samurai 


Ubisoft ; x 
Jon Williams, Mat Sneap Ns Perc 
Last One Standing, Call An ~ 
Ambulance... 


Originally developed by John Twiddy and his company Vivid Image, 
for the Atari ST and Amiga, this was an excellent combination of 
platform game and martial arts adventure — and also stood as a strong 
conversion from the original Amiga game by coder Jon Williams, 
graphic artist Mat Sneap and musician Wally Beben. The backgrounds 
were really polished and the level maps were huge. The main sprite 
was impressive and well animated, with a variety of nicely designed 
sprites to attack it. The gameplay was top notch too, making the 
player explore to. find the necessary objects and then fight the end- 
of-level guardian. It was tough, but rewarded a persistent player who 
could put up with the occasional frustration when it was not clear 
where to go next. 

First Samurai was to be published by Image Works, the label belonging 
to Mirrorsoft. The death of Mirror Group founder Robert Maxwell led fo 
the closure of the company and a long delay before Ubisoft acquired 
the rights to publish the game. The name started as an in-joke, since 
Vivid Image's founders had worked on the Last Ninja games. Jon 
Williams converted Shinobi’s sequel Shadow Dancer to the Cé4, 
while Mat Sneap had drawn the title screens for Sanxion and Knuckle 
Busters — as well as creating the game Mission Impossibubble. 


The story of this game revealed that the samurai of the title had to 
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“[’s difficult to describe how fab this game is... Stunning.” — 
Commodore Forman, pet 1992 


travel from ancient Japan to the future to defeat a demon, with the help of his mentor, the wizard. Each level featured a 
puzzle that had to be overcome by collecting objects from the treasure chests around the level and taking them to the right 
place, Using a bell the wizard was summoned to cast the spell and complete the puzzle; for example, putting logs across 
a waterfall so the samurai could cross to the other side. Trying to stop the player were many enemies, and large foes that 
waited at the end of each level. At first the player could only punch and kick, but defeated enemies left behind spirit energy 
that could be absorbed. When enough energy was gained, the player was given a sword that made life easier, but if they 
took foo many hits the sword would disappear again. The player could also collect throwing weapons such as axes and 
daggers. Later levels included one set on a fasi-moving train, and a huge syscicaes where the demon himself awaited. 


Robocop &} TAPE DISK™! CART™ 


Ocean 


Probe (Neil Coxhead, Hugh Riley, 
Neil Young) 


Uphold The Law... Again! 


Ocean used the cartridge format to produce a third Robocop game 
after the success of the previous two. The superb graphics included 
the very detailed main sprite, huge ED-209 robots and the deadly 
ninjas of the final level. Backgrounds were impressively detailed. 
Music was another standout feature, particularly the title tune from 
Jeroen Tel (well Known for its subsequent inclusion in the demo Dutch 
Breeze). Presentation touches such as the introductory sequence 
with Robocop booting up, the inter-level repair picture and the score 
panel worked well. The difficulty curve was perhaps not finely tuned 
enough, and surviving all five levels in one piece was hard work. “a fax, Rarlous and theres aloe off Rooting ws te Serie 


The first Robocop game was a gamble for Ocean, who bought the also rather tough” - Commodore Format, March 1992 
rights to produce a game from the film company Orion, but it paid - - 
off. It went on to be a massive seller across many different formats, 
including the Data East arcade game. Ocean added extras including 
the hostage sections and the photo-fit level to the computer versions. 
For the cartridge-based Robocop 2, developers Painting by Numbers 
made a colourful console-style platform game with hidden levels and 
a shooting gallery sub-game., This had a Cé4G$ joystick option, using 
one button to fire and another to jump. 


In his third game, Robocop was once again fighting crime in a futuristic 
version of Detroit, beginning with the Operation Wolf style horizontally ~9 
scrolling section. Punks would appear in the buildings, behind walls and up Close in the street and had to be shot quickly 
before they could fire at the player. Luckily, Repair Tokens appeared at random intervals and could be shot to pick them 
up, then used to repair Robocop inbetween levels. The second level was set in a factory with conveyor belts and cranes. 
Extra weapons could be picked up, including a more powerful laser and homing missiles. The third level saw Robocop using 
a jeipack to fly away from OCP Towers, before coming face to face with a huge tank. After defeating the tank, he had to 
walk back to OCP on the next level, with an ED-209 barring his way at the end of the level. Finally Robocop had fo fight his 
way up the building, taking on robotic ninjas and more ED-209s before reaching the top and completing the mission. 
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Slicks TAPE®! DISKS CART= 


And There Goes Nigel, He’s 
In The Lead... 


This was as close to an official conversion of Micro Machines as the 
C64 ever got. It was a very similar overhead racer with neat graphics, 
good presentation and excellent music from Allister Brimble. Control 
was superb, with many courses featuring sneaky shortcuts that could 
be learned to shave vital seconds off the lap time. The only problem i 
was the limited size of the scrolling course on screen, requiring quick : ~—~==---- 
reflexes to make some of the necessary sharp turns and reducing 
how far ahead the player could see making memorisation essential 
for successful play. Tape users were also frustrated by the need to 
load in the extra courses, but the challenge of geiting into the top 
car and winning the championship was extremely addictive, along 
with the tussles of two-player mode. 


The programmers gained a great reputation on the Compunet 
network for their demos and small games, such as the hilarious Mission 
Monday with its title sequence looking like the computer had reset. 
They also worked on the conversion of Sega racer Hot Rod, and the 
technically accomplished Dragon Breed. 


In Slicks, the player couid take part in two types of race — a season 
against computer drivers, or a head-to-head race with another player. 
The head-to-head race was won by getting far enough ahead of the 
opponent. This lit another light in the player's colour on the fug-of- 
war indicator. When one player had lit all of the lights, he had won. In the season mode, the player could challenge (or be 
challenged by) another racer, with the winner taking the other racer’s car. The aim was to reach the top car (McLaren) 
and stay there while earning enough points to take the championship trophy. The courses featured were all based on real 
Formula 1 tracks, including the twisting streets of Monaco and Silverstone, home of the British Grand Prix. Before each race, 
the player had to earn their grid position with a good qualifying lap. Crashing on that lap placed the car af the back of the 
grid. The car that the player had challenged was shown flashing, and when the green lights appeared the race was on. 


“Tough, sure, but worth the effort... Slicks has also got a bril- 
liant two-player mode” — Commodore Format, October 1992 


AAA 


SpaceiCrusade TAPES DISKi! CARTS! 


Gremlin Graphics 
221B Productions (Mike Chilton, Ross 
Harris, Peter J Cook) 


For The Glory Of The Emperor! 


This was a great conversion of the boardgame and a good strategy 
game to boot. It was well presented with neat graphics and easy icon 
controls within the game itself, although sound was limited to a rousing 
title track by Barry Leitch and the odd sound effect. The levels offered 
a lot of depth with different types of mission to keep it interesting; 
many of these offered something new over the original board game 
missions. Both the overhead map display (used for actually moving 
the pieces) and the isometric battle view (which was just a replay 
of what happened when a piece shot/fought hand-to-hand) were 
perfect for the task. 

Space Crusade was a follow-up to the highly successful Heroquest, a 
similar 3D boardgame with miniature figurines from Milton Bradley and 
Games Workshop. That had a fantasy setting, with players controlling 
a party made up of an elf, a wizard, a dwarf and a barbarian through 
a difficult dungeon full of monsters. Gremlin and 221B had converted 
Heroquest to home computers before working on Space Crusade. 
The game started with the player being given command of a squad 
of Space Marines, with three different Marine Chapters available. This 
influenced the type of weapons and tactics the player used, with 
weapons. divided into light, heavy and hand-to-hand types. After 
equipping the marines, they were placed on the map of the level. —- 
Each map represented a different derelict spaceship known acl —— -—- 

Space Hulk, now populated by aliens affer going missing in Warp Space. Each map also had a different scenario, from a 
simple kill all fhe enemies mission to one where the self-destruct mechanism of the ship is activated and the player had to iS 
escape before it exploded. Ranged against the player were Orks, Gretchins, Chaos Marines and huge Dreadnoughts. Using 

the radar, the player could scan for enemies that were then shown as unidentified blips until they moved into the player's 

line of sight. Each turn the player could move, fire and use equipment. In the firing sequence, the player targeted an enemy 

in range, or moved next to an enemy to take part in hand-to-hand combat; virtual dice were then thrown to determine the 
ouicome, which was shown in isometric 3D. ina campaign of several missions, the player earned points to increase their rank 

and allow more equipment to be carried. 


“Out of this world... go out and buy Space Crusade toc 
excellent conversion” - ZZAP 64, May 1992 


iddn 
el Commercial era of the Commodore 64 came to an end in 1994, with high street 
shops no Jonger stocking the games and one major magazine, Commodore Force, 
closing down. The consoles had won the battle, with the Sony PlayStation emerging to 
dominate the games industry. The other magazine Commodore Format would survive 
until late the following year, which was better than Commodore itself did. 
FO 1994’also saw Commodore file for bankruptcy after problems with its finances 
and the launch of the Amiga CD32 games console. The Commodore Deathbed 
Vigil, with the names of high-ranking company officials painted onto speed bumps in 
the Commodore parking lot, has passed into legend. During the drawn-out sale of 
assets, there was mention of new Commodore 64 machines being put on sale, but it 
Came to nothing. The remaining stock of prototype Commodore C&5s was auctioned 
off. After more than one false dawn Commodore (under new owners Yeahronimo) made 
@ surprise return to the gaming world in 2007 with the announcement of its new 
range of gaming PCs. 
owever the last few years have seen some fantastic homebrew games released 
for the Commodore 64, long after most experts said the system was dead. 
Stretching the machine to its limits was the SuperCPU from Creative Micro Designs 
> a 20MHz processor, with some older games being patched to take advantage 
of the extra speed. The year 2007 has seen several new titles, including the likes 
of Greenrunner, Kik Start C16 and Bomberman. In development are the incredibly 
promising Pinball Dreams conversion, and Sub Hunter (based on the VIC-20 game Sub 
Hunt). The Commodore 64 even returned to shop shelves in the form of the C64 DTV, 
a plug-in joystick that held a few secrets of It own... 


(a 993) TAPE! DISK” CARTS 


Psygnosis 


E&E Software (Thomas Mit- rea 32" 
telmeyer, Leon van Rooy, Alain N97 %o" a 2S) 
Janssen, Nikaj Eyk, Remi Ebus) 


Oh No! 


This was a fantastic conversion packing in everything that made 
the 16-bit original great. Presentation was top-notch, with a great 
rendition of the intro and a re-working of the original's ending 
sequence (the programming team holding a Lemming, and sound 
samples applauding the player for winning the game). About the 
only thing missing was the two player mode. A nice touch was the 
AMX mouse option, giving a very fluid feel fo the control. Music from 
Jeroen Tel was as cute and recognisable as the Amiga version, but 
lacking the in-game speech. The familiar frustrations and challenges 
of the puzzles remained intact, and that was the real achievement. 
DMA Design, who created the original Amiga game, started work 
on a C64 conversion of Lemmings, but it did not get finished. One 
constant worry was how many lemmings the C64 could display on 
screen at once, but the Dutch team that finally convertedit solved this 
with a clever technique. The scrolling landscapes were constructed 
using sprites, with the lemmings created as characters plotted into a 
bitmap which was then overlaid on the background. 

Over four different difficulty settings, the Lemmings piled out of the : Docker 91 out eee 
entrance door on each level and walked continually forwards until rarqnvats i~iFiTiTitlehti siete 

they hit an obstacle, stumbled into danger or were interfered with by 

the player. Their sole aim was to get to the exit door in one piece, without falling too far, being engulfed in flames or being 
Caught in one of the devious traps designed to kill them. The player had eight different skills to give to the lemmings, with a 
limited number of each available to use. An important skill was the Blocker, who simply stood and blocked other Lemmings. 
Then there was the Climber to scale walls, and the Floater (with Umbrella) to survive long drops. The Builder built a diagonal 
bridge but ran out of materials. after just twelve steps, although the player could click on them again to continue building. 
There were three types of digger - the Basher who went horizontally, the Miner who went diagonally down with his pick 
and the Digger who dug straight down. Finally a lemming could be sacrificed by turning if into an Exploder, complete with 
countdown. lf the level was going really badly, the player could “nuke” all the lemmings with a single click and start again. 


—— 


niin Monsterland (a 993) TAPE! DISKIZ! CARTE 
Apex Computer Productions ("4 | <==) 
John & Steve Rowlands, Andy Roberts WS or Le. 


Who Needs A Blue 
Hedgehog Or A Fat Plumber? g  ——a 


One of the greatest platform games to appear on the C64, this was a 
pure slice of console-style gaming. Graphics were superb throughout, 
from the two different styles of background for the same level to the 
small preview “map” before the level started. The main character, 
Mayhem, was animated with great flair due to the use of an overlay 
and little touches such as the way he looked down when he was 
near the edge of a platform. Music changed dynamically with the 
on screen action, and it was crammed into a single channel to. allow 
plenty of brilliant sound effects. Technically this was impressive, from 
the way the whole screen scrolled smoothly, the trickery of colour 
mixing (to create new shades) and large bad guys. 

Commodore Format hyped Mayhem, from the development diary to 
the final 100% review score. However a bug crept into the final game, 
meaning if more than ten lives were earned, the game would end 
when the number dropped back to ten (since the computer now 
thought that the number of lives had dropped to “zero"). The game 
was sold by mail order only, with Commodore Format's Dave Golder 
helping design the distinctive cover. The fake rating certificate stated 
that the game was rated TC — for Too Cute! 


“This is as good as it gets...” 
- Commodore Format, November 1993 


back to Monsterland. Mayhem could jump on the heads of most of the enemies to kill them, but on later levels the enemies 
grew spikes and shields to protect themselves. There were also springboard monsters that threw Mayhem high into the air. He 
could pick up the Charge icon, which gave him tremendous speed (by holding down fire) and let him kill enemies by hitting 


extra lives (displayed as hearts) and a score multiplier (up to x5) in the shape of a rabbit. In each level, Mayhem had to find 
the bags of magic dust then take them to Theo Saurus hiding in his cave. Each level started in Sad Mode, with everything grey 
and dreary, and when Theo had enough of the dust, he would spread it all over the level, transforming it into Happy Mode 
with bright skies and new enemies. The leftover dust became stars, and Mayhem then had to collect a minimum number of 


TAPE) DISK) CARTE! 


TheyAardvark (1993) 


Thalamus Ge: Ls AR 
Genesis Software (Dave Clarke, eh 1% : 
Jonathan Smyth) : , ha 


I’m Gonna Get You, Ant! 


Nobby the Aardvark packed a variety of game styles into one game, 
making it a memorable journey, with a cohesive cartoonish feel to it. 
First Up was.a brilliant animated introduction, matched by the very 
funny ending sequence. In-game the graphics maintained a very 7 | + : " 
consistent look and feel over the different levels, and there were tons [iE — KR OI 
of cute tunes and sound effects by Ashley Hogg to augment the 
atmosphere of the game. Touches such as the wreck of the Titanic 
and the stars around Nobby’s head when he was hit were clever, 
although it was frustrating if you get lost in the mazes or fell off a 
platform for the umpteenth time — however, like most good games, 
practice paid dividends. 

The game was inspired by Blue Aardvark, a character that appeared 
on The Pink Panther Show during the 1970s, although it was not an 
Official licence. Sadly this was to be the last Thalamus game on the 
Commodore 64, and its release was delayed for nearly a year, making 
the tape version rare to find. 

At the beginning of this game, Nobby had captured an ant, who 
pleaded for its life by telling Nobby of a wonderful place called rete, 
Antopia. Thinking that this sounded like a good place to visit, Nobby [a "hadi 
set out to get there, travelling across a variety of levels. The first level Gg 
was set in America and Nobby climbed up the treacherous platforms 
to reach a hot air balloon. He then had to fly the balloon through a 
perilous maze, killing enemies by throwing out sandbags. At one point, 
a bird would burst the balloon with its beak, and Nobby would be sent plunging into the water. He then had to dive down 
through the water, avoiding enemies and finding air bubbles to stay alive. At the bottom he climbed into a mini-submarine 
and went in search of Atlantis. After beating the Atlantis maze, Nobby flew by rocket to another (top-down) maze in aspace 
station, went on to the dangerous surface of Mars and then teleported to an abandoned gold mine. Here Nobby got into a 
mine cart and jumped his way to an Acme crate containing the time machine that would send him to Antopia and a well- 
deserved feast of ants. History does not record what happened to the scurrilous ant that revealed the location of Antopia in 
the first place, but we can only hope that he got his just desserts... 


“Great graphics, sizzling sound and vast variety make Nobby a 
bargain buy.” - ZZAP 64, October 1992 


Sleepwalker (1993) 
porary Walsh, Mark Healy) 


The Land Of Nod... 


Starting life on the Amiga, this was one of Ocean's last games for 
ihe Commodore 64. The huge levels were impressive, with lots of 
background detail and smooth scrolling, The sprites had a real 
cartoonish quality about them, with the poor dog taking a pounding 
from the various traps and nasties. It took a while to learn a route 
around the levels, but control was very smooth and responsive. It 
did set the pulse racing as the player tried to. guide Lee around a 
potentially game-ending hazard, but in the end four (admittedly big) 
levels did not quite seem enough. 


The game was created to raise money for UK charity Comic Relief, with 
the game's tomatoes tying in with the official image. Oddly, there was 
another remarkably similar game called Sleepwalker published in the 
same year - it was by Zeppelin and featured a man trying to save his 
sleepwalking uncle from all the dangers in his dilapidated mansion. 


In Sleepwalker, the player controlled a dog called Ralph trying to 
look after his sleepwalking owner Lee as he wandered around in his 
nightshirt oblivious to the hazards all around him. Ralph could stand 
in front of Lee to block his passage and then press down to change 
positions, turning Lee in the opposite direction, The dog could also kick 
Lee into the air to help him clear a hazard. Of course if the dog ran 
into something he would be in trouble too — from scalding steam, to 
trap doors and nasty spikes. This would cost the player time, in which 
Lee could get into in real danger while Ralph recovered. If Lee's sleep 


TAPE™ DISK{#) CART&) 


“Games of this quality are few and far between... a relentless 
brain-tease from the start” - Commodore Force, July 1993 


was disturbed by running into a hazard, he would wake up and Ralph would lose a life. Enemies could be clubbed over the 
head to allow Ralph and Lee to slip past. Ralph would also have to act as a bridge for Lee to span small gaps. A whoopee 
cushion offered a limited period of invulnerability. Collecting the letters to spell the word COMIC gave the player the chance 
to enter the bonus round once a level was complete, where the aim was to collect all the giant tomatoes for bonus points. 


was for a good cause, and it certainly wasn't a dud by any means, 


- Overall, this was a very entertaining game that possibly could have had more meat to it to make it a huge hit. However, it 


MOOD)(FirstiVersion} 1996) TAPEWS DISK! CARTE 
Unpublished 
No Name (Perff, Ghostrider, Kilroy) 


I’m In The Mood For Fighting... 


There were many things that 8-bit computers were not supposed to 
be able to do. One of them was surviving for so many years after 
commercial support was gone. Another was textured 3D graphics in 
a fast-moving game. As a project that has been on and off again 
numerous times, Mood has yet to be completed at the time of writing. 
Several graphic demos proved the C64 could produce a 3D. maze 
with textured walls like Doom, but the real challenge was making it 
work in real time under player control. Over the course of four different 
demo versions, the game has got a lot more sophisticated with more 
features added. The latest release added a very useful auto-map in 
a similar style to Doom, and also came with sound effects. The maps 
have become larger too, with more types of enemy and more types 
of weapon to fight back with. 


An unrelated project was CS-Doom, launched by the UK fanzine 
Commodore Scene and aimed at converting the original PC game to 
the SuperCPU add-on (see Metal Dust). The aim was to get the exact 
level layouts transferred, and advanced graphic modes to give a 
higher resolution, Static screens directly converted from the original 
raised hopes, but sadly the project was cancelled prematurely - 
despite money being raised to pay for the programming effort. 


Dropped into a maze of coridors with only a pistol to protect 

themselves, the player had to acquire coloured keys to open doors, collect extra weapons and ammunition, and avoid 
the nasty aliens that were out to get them. These included the fast-moving green alien, and the much larger blue enemy 
that took several hits to kill. As well as moving forward and back and turning left or right, the player could also “sidestep” or 
“strafe” left or right - which was very useful to see what was around a corner. Among the extras hidden around the maze 
were a shotgun, mini-gun and first-aid kits to heal energy loss. The weapons were visible at the bottom of the screen as the 
player moved, with a display of how much ammunition was left. Energy was also shown as a simple bar; when it ran out the 
border flashed to show the game had ended and the player would have to reload to try again... 


Bomb}Mania\(199/7) 


Protovision 
Classical Games/Knights of Bytes (Chester 
Kolischen, Matthias Deutsch, Stefan Gutsch) 


“Wow, Didn’t Know You Could Get That For 
The C64!” 


Hudson's Bomberman (a.k.a. Dynablaster) series was a console classic, 
although many. purists would say fhat it reached its peak a long 
while ago with the Super Nintendo versions, or the ten-player battles 
on the Sega Saturn. However, the closest C64 equivalent so far has 
been Bomb Mania from Classical Games. Background graphics were 
well defined, with the small sprites nicely drawn (thanks to a “sprite 
overlay" - a monochrome sprite over a multicolour one). Control was 
easy to grasp, but it really stood out because it could be played with 
up to four players. The necessary adapter for plugging in iwo extra 
joysticks could be boughi direct from Protevision, or built at home for 
those with the necessary skill. Playing the game on a display stand at 
various retro events prompted a lot of interest from passers by, eliciting 
comments such as, “I used to have it on the SNES". 

Another great game from Classical Games was released in 1997 —Ice 
Guys. Inspired by the arcade game Snow Bros (which Ocean had the 
license for, but never converted to the C64), in which the players had 
to travel the world freeing the snowmen. Enemies were attacked by 
hitting them with snow, until they became a giant snowball, which 
was rolled down the screen to kill them. In 2007 Samar released 
Bomberman 64, which had a very solid one-player mode, great grap 
console originals. 


TAPES DISKS CARTS!) 


7  e a 
a 
2 ea ee en 
. a 


a 
‘a 

— 
sa 


Riek 
Oe ont 


a 


Ri Cee Rm CaM: Rep xs Pe Orcs Ree Pre a x= Os! Hae ae, 


ig 


a < << 
‘Moke. « 


eo VY Woe vy ey vy 


te 
is 
“a 


<hePeeeR Che 
& 
- < 4 <¢ 
ic Tac Bec Tx fae Bc Ba Tic 


rrr r | 


; Moy 
bec Eh. 


3222324" fF Le 


hics and larger scrolling levels that came close to the 


On the title screen each player pressed fire to join in, with each Bomberman being a different colour. The levels conformed 
to the familiar Bomberman pattern — lots of bricks, tubes to hide in — but added a couple of twists. There was a ghost who 
dropped bombs and scared the players into immobility if they got too close, and an ingenious dark level where the bombs 
could not be seen until lightning struck. Blowing up the bricks revealed a familiar range of power-ups — remote controlled 
bombs, extensions to the explosion's range, and more bombs. The football icon allowed the player to kick a bomb along the 
floor until it hit an obstruction, and the arrow increased the player's speed of movement. Four-player action was furious, with 


the winner of each round standing proud on the podium. 
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ijhe)Metal|WarrionSeries|(4999 


Electric Harem Productions / 
Covert BitOps 
Lasse O6rni 


A Real Guitar Hero... 


This was a great series of games, developed by a Finnish coder known as 
Cadaver and released into the public domain. All the games followed 
a similar style - a multi-directional “run 'n' gun" scrolling arcade 
adventure. Objects had to be found and used at the right place, and 
there was a large map to explore in each game. The graphics were of 


a very high standard throughout, with lots of good backgrounds and > ae et ~ vi ees a Sa 
some excellent sprites. Cut scenes and static bitmaps added to the a bie 
atmosphere, and the music was superb, drawing its inspiration from the Fe ennn PTT 
“metaltracker" scene. Later games added an RPG element, with the 08/702 | ACUTE 


player gaining experience points and increasing their stats. 

Simon Quernhorst, who has also produced new games for the Atari 
2600, published a unique "special edition” of the Metal Warrior Trilogy. 
Each copy came with a soundtrack CD, the game disk, an instruction 
booklet and a set of Metal Warrior dogtags. Metal Warrior 4 also got a 
special edition with CD, and both sets were limited to just thirty lucky 
purchasers. Lasse even recorded a version of the Metal Warrior 2 title 
theme with real guitars. A Game Boy Advance conversion of Metal 
Warrior 4 is also available to download via the Internet. 


Set in a dangerous future of robots and violence, the player took control 
of a heavy metal guitarist called lan. After his bandmate was killed in 
an inexplicable attack, lan set out to find out more about what was behind the death. On his journey he met many people, 
followed clues and infiltrated buildings. There was also the small matter of practising his guitar and getting into another band. 

Bad guys dropped credits and extras when killed. Shops sold more weapons, and the story unravelled with the help of cut 
scenes and information from the non-player characters. It soon became clear there was a big conspiracy behind the death 

of lan's bandmate, and those of many more people. The sequel saw lan disappear after receiving a mysterious message 

about a new threat, so his girlfriend, Phantasm, took the lead role as she tried to find him. In the third game there was more 

than one character to contral. The action started with lan and Phantasm visiting guitarist Goat's cabin in the woods, but when 
they came under attack the three split up, and then, the first character controlled was Goat himself. The final part, number 

four, saw lan being recruited to be an “agent of metal" complete with Matrix-style black coat and sunglasses, 


Newcomer (English}Versiony2001)) TAPER DEAE CANT 


Protovision 
Cinematic Intuitive Dynamix (Andras Lay, Csaba 
Foris, Zoltan Gonda, Istvan Bolansky) 


New and Improved! 


Tynesoft surprised many people with their conversion of the Amiga 
game Elvira - Mistress of the Dark. This graphically intense point & click 
adventure game worked really well on the Cé4, showing the world 
in a 3D view similar to Dungeon Master. After many years of work, 
along came another game that used a similar system —- Newcomer. 
In fact, development started way back in 1992 and the Hungarian 
version was released first. Despite commercial interest from software 
house Grandslam, the game was not actually released until many 
years later via Protovision. After the incredible introduction with its 
many bitmap images and animation, the 3D display of the world was 
almost as impressive (moving in steps like the classic Dungeon Master). 
Surrounding the screen were the icons that controlled player actions, 
and new options were gained as play progressed. In game sound was 
limited to a few effects, mostly due to the lack of memory. 


The most interesting thing about Newcomer is that - at the time of 
writing — development has not yet finished. Enhanced Newcomer 
was released in 2004 with many more features and characters, and 
the game has continued to be adapted to work with new hardware 
such as the IDE64 hard drive interface. The game now spreads over 
fourteen disk sides (on 5.25” floppy). 


Newcomer started with a sequence of screens describing how the player had been convicted of a crime (fhe murder of his 
wife and the man she was having an affair with) and sent to a prison island. Arriving by teleport and left naked on the floor 
of a bare room, the hero Neil met an old man who told him about the island and advised him to seek out the priest. 


As the player explored the island, he met characters that could be persuaded to join Neil on his journey. Subsequently, the 
player would solve puzzles and fight enemies (including wild animals and other inhabitants of the island), gaining experience 
points (EXP) as he did so. Whenever a trainer was found a new skill could be learnt that would be useful in the fight for survival. 
The player had to progress through the game by attempting to solve the mystery by finding out about the Colonel who 
controlled what happened on the island. 
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Metal (2005) TAPE DISKiZ! CARTS 


Protovision 


Stefan Gutsch, Chester Kollschen, Lars Hutzel- 
mann, Malte Mundt, Milo Mundt 


Prepare To Be Dazzled! 


Stefan Gutsch (a.k.a. BigUser) and his team have made an incredible 
game. Ten years in the making, this was one of the first games to 
require the SuperCPU add-on, which gives the C64 a 20MHz processor, 
The game was only available on 3.5” disk due to the amount of game 
data, but could be played from the CMD RAMLink or CMD Hard Drive 
by copying the files over. Playing the first level was like playing an 
Amiga game; there were several layers of parallax scrolling, the number 
of enemies on screen was huge and then on top of that there was ff 
digitised music playing constantly, along with speech when the power- 
ups were collected. Halfway through the level the screen stopped 
scrolling and a massive meteorite bulldozed across the screen. It WOS pom 
an awe-inspiring sight, and there was more to follow — with huge end 

of level bosses and four large levels full of enemies to fight through. The 
game did lose some of its polish in the later stages, and the difficulty 
level was incredibly high throughout, but it was a gem and proof of 
what could be achieved with the SuperCPU. 


The German synthesizer band Welle:Erdball (transiation: Wave of 
Earth) created an exclusive track for Metal Dust. In fact, many of their a 
songs use a SID chip to generate sounds and effects. Malte Mundt of (U| 
Protovision digitised the track for inclusion in the game. oe 


The scenario for the game had the brave and valiant Commander LaserRay searching for the New World in his Full Metal 
Megablaster Mk II ship. The action started in the Asteroid Belt, home to the Rogue Pirate Empire. Fighting through the debris 

and the alien ships, the player could pick up extra weapons for their craft. Starting off with the standard Phaser, the main 
weapon could be replaced with a Twin Phaser, a Cobalt Blaster or a Radium Emitter, each of which could be upgraded to 

cause more damage. There were also Guided Missiles, Reverse Fire and the diagonally firing Quadro Laser to collect. Holding 

down fire would charge the Full Metal Megablast, a big blast of firepower that could do alot of damage. Having survived the 
Asteroid Belt, the player then flew through a Space Station, over an Alien Planet (home to the deadly Species 8173 — a nod EH 
to Paramount's TV series, Star Trek: Voyager) and then deep into the Thalian Centre for Temporal Research. 
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A C64 Geek’s Wet Dream... bs 
“Plug and play" devices that attached straight to the TV became popular . 
with the 2004 release of the Atari Flashback and similar all-in-one units that let i 
people play old games again. The Cé4 DTV (Direct To TV) resembled a classic 
Competition Pro joystick and had thirty games built in. The selection of games Bi | 
varied depending on whether it was a PAL (European) or NTSC (North American) j= 
unit. It came into being through the work of Jeri Ellsworth, a Commodore Fut 
enthusiast who designed the C-One computer. Originally started asa projectto FP , 
build a PC board that would emulate the C64 perfectly, her C-One became a 
“reconfigurable” computer, with different set-ups allowing if to emulate several 
machines. Ellsworth worked with the holders of the Commodore license — ai the 
time Tulip Computers and their PR firm Ironstone Partners — to tum it into a single 
board that could emulate the C64 and be put into a joystick casing. 

One of the most fascinating aspects was the hacking, which has seen users 
exploit the design (Ellsworth made sure it included solder points to attach a 
PC keyboard, for example) and turn their DTVs into fully working computers. 
From adding a disk drive to putting the DTV into a “real” Cé4 case to use the 
keyboard, the ingenuity has been boundless. The PAL version even used Flash 
memory, so it was possible to change the games stored on the device. Hidden 
in the unit was a picture of Ellsworth and the development team (shown), 
extra games and a fully working version of BASIC controlled with the slightly 
cumbersome on screen keyboard. 

The unit did have its drawbacks, the most notable being the fact it was battery- 
powered. Emulation was not perfect, with the sound lacking the filters of the 
original $ID, and the colour settings were slightly off. The choice of games could 
have been better, but at least some classics were included such as Paradroid and the 
Epyx Summer/Winter Games. The titles chosen were down to the availability —- with Hewson 
and Epyx in liquidation, the rights to their games were easier to obtain. NTSC users got separate 

events from California Games and World Games, while the PAL version included all of California Games. It was also a shame 
that the units supported one player only, particularly for a game such as Speedball. Among the other games were platform/ 
action genre members in the shape of Nebulus and Impossible Mission, head to head racing action from Pitstop 2 and shoot 
‘em ups such as the two Cybernoid games and Zynaps. 
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oO launched their Commodore 64 home computer 
in fugust i982 - and 25 years later new games are 
Still being created and enjoyed. With the VIC chip’s 
sprite graphics and the powerful music of SID, the 
machine took a large share of the games market back 
in the i198@s before the consoles and i6-bit computers 
took over. The C64 is even listed in The Guinness Book 

i Records as the best-selling home computer, 
with over 26 million machines sold worldwide. 


‘2 “isher, freelance writer and long-term 
fan, takes a trip down memory lane to 

bring you commentary, trivia and inside information 
on more than two hundred classic C64 titles - from 
3 é to Zc » Creatures to Maniac Mansion, 

Ss: J ission to Turrican and many more. The 
foreword by programming legend Jeff Minter adds 
his views on the machine’s impact and legacy. 


Intended as a cOomPanion to The ZX Spectrum 
: k ig¢é by Andrew Rollings, this is 
x a guide to the games that made the CS4 great. 
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